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Greg V. we 
s » 


The time has come to challenge the Pincege 
Demons! An army of demon# and eladrins 
inds ready to mount an assatilt on his 


ric Dirtor Joshua Frost 
bball Ssaaliaiaimn [Abyssal realm of Gaping Maw, whieh should 


ger Lag bien ta give your players the distraction they need 
ast Rich Reeman and to prevent Demogorgon froma activating 
the savage tide and driving a world #nhane 
A Savage Tide Adventure Path scenario for 
ih-level charact 
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ADVENTURES 
16 KILL BARGLE 


Jason Bulmahn 
The 
wanted, dead or alive. Rumor helds 
that he dwells in the bowels of a 
nearby abandoned keep, performing 
all serts of foul sorcery. Only the truly 
brave, or perilously foolish, would 


sniegadde- magic-user Bargle is 


dare to challenge Bargle in his own 


domain. AD&D adventure for 3rd- 


pet eons Pa evel characters. 


34 QUOTH THE RAVEN 
Nicolas Logue 
Terror grips the city of Sharm. A serial 


killer stalks the streets and catalogues 


al reds 


his slaughter in the annals of the citys 
‘newspaper, tothe delight and horror 


of its readers. To catch this elusive 


- +iminal, the PCs must match wits 


lishingat subseriptions@ with an old adversary. Even beaten, 
scarred, and imprisoned, Viktor Saint- 


Demain is determined to have the 


final word. ‘This sequel to issue #133's 
Meeting De, “Chimes at Midnight” is an Ensinon 
vel characters, 


adventure 


100 INDEX 
‘A complete index of every 
adventure or Campaign Workbook 


me everrun in Dunczon, plus 


cleat : sidebars on the 10 greatest 


sista. Duncxox lo: 


ions and villains, 
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118 The City 

120 The Dungeon 

122 Critical Threat 
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ON THE COVER 


Wayne Reynolds, one of 
our fa 
for the final issue to put 
a capstone on the Savage 
Tide Adventure Path, 


orite artists, returns 


“At Demogorgon’s enraged command a barrage of lethal bolts, killer 


forces, and demmon-shattering spells were sent to vaporize the insolent 
figure that rose like a colossus hefare their burning eyes. The forces 
struck, visibly and invisibly, and the smoke-black Graz/zt seemed to 
shake and thin and nearly disappeared under the withering power sent 
against it, Well it should, for enough force to destroy a small mountain 
had been expended. ‘Again! screeched both of the demon king's 
baboonlike heads. ‘Finish him!” 


Gary Gygax 


“Come Endless Darkness” 


DUNGEON ADVENTURE Rees) 
PLAYER REWARDS! NET CR 


‘Vuke advantage of the RPGAs Player Drop by spga.com for sire details, 
Rewards program by scoring points and use the following adventure codes: 


‘with the adventures irom this issue of kill Bargle! (150KBxDN) | 
DoxGron! Each adventure is worth Quoth the Raven (i5¢QRiDN) 
2 D&D Player Rewards points, and Prince of Demons (150°D:DN) 


remains active uatil rofjx/o7, 
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FROMTHE EDITOR, 


SIGIillt 


OFF 


So here it is, The last print issue of 
DuxcxoN magazine. 

I've known it was coming for several 
months now, but today still came faster 
than T expected it to. Fortunately, I did, 
manage to getmost of what wanted into 
the magazine (dinosaurs on the cover, 
a Lovecraftian adventure, an updated 
Maure Castle. 4rd-edition stats for the 
foghemoth, pictures of several of my 
player characters, and stats for [pgwil). 
‘The only major project missed was that 
I never did get that conversion/sequel 
to “Expedition to the Barzier Peaks’ in. 
But since that would have required a 
joe-page magazine (and three times the 
worl), its probably best for my sanity 
that it didn't happen after all. 

‘Workiig on the list of top ten villains 
and adventuresitesto decorste this issue's 
enormous index of all things Duncson 
{and some things PorrepeoN), | real- 
ized something. There's been an awfil 
lot of excellence in Duncron over the 
course of the last 21 years. Back in issue 
#16, we asked a panel of expert game 
designers to list their favorite Dunczon 
adventures, and not a single one of the 
top ten adventures they chose was one 
that Brikand [had published under our 
watch. So it’s not without some pride 
that, when L asked around for fells’ 
favorite villains and locations for this 
issue, the majority of the answers vere 
from more recent issues. Locations like 
Maure Castle and the Styes, and villains 
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like Vanthus and Lashonmna, really seem 
to have found their Gans, and I'm really 
proud of them. 

1, of course, have my own favorites 
among Duncron’s adventures, Oldies 
ike “Caermoor” from issue a (wherein 
the PCs have to save small village from 
the powerfidl devil Baalphegor, who 1 
dropped a teference to in “Dawn of a 
New Age”) on through to gems Tike issue 


#hs's “The Elephant’s Graveyard” (my- 


first TPK as a DM, thanks to a greater 
basilisk), issue #0's "Thiondar’s Legacy 
(my first'TPK asa player, thanks toa cer- 
{ain black dragon), issue #70's "King- 
dom of the Ghouls” (still my fwerite 
Underdark adventure, and also the first 
adventure J ran in 30—st the time asa 
high-level playtest for the new rules), and 
issue saoo’s “The Lich-Queen's Beloved” 
(which recently served, ina highly-modi- 
fled for 
my last campaign), And that doesnt even 
scratch all the incredibleadventures T've 
deen able to print as an editor for the 
magazine, including new classics like 
“Maure Castle,' “The Coming Storm,” 
“The Styes,’ “Chimes At Midnight,” and 
“The Whispering Cairn” 

All that suid. there's one more “adven- 
ture” Ti like to mention, even though its 
technically 12 adventurer and not one. 
Having written part of DuwcEon’s first, 
adventure path and helping to plot out 
its second, Savage Tide is the one that I 
can really call my own. While many key 


ay the capstone adventure for 


lements certainly came from other folks 
here at Paizo and from the adventures’ 


authors, the campaign's name and the 
overarching plot was mostly from me, I 
couldn'tbe happicrwith howittumed out, 
and Yd like to thankall of the authorsand 
artisis who helped me make what mayjust 
he the best D&D campaign ever, 

And 1 suppose that about sums it up. 
With Pathfinder, 'l1still be deeply involved. 
and committed to bringing you the best 
campaiges I can pay the best authors to 
write and the best artists to illustrate 
We've gol some exciting things planned 
for the fiture, but Ieant help but feel sad 
when I look back at the pat. Donceon, 
tras given me nearly 650 adventures over 
the past a1 years, certainly enough to keep 
my D&D games running fora long time, 
Assuming modestly, on average, that a’ 
Duxczow adventure gives enough mate- 
rial for two game sessions, that’s enough 
to keep any ence-a-week gaming group 
busy for another 2: years, 

Still, [think it's fair to say I could haye 
used another a1 years of DUNGEON. 

So long, old friend! 


ADVERTISEMENT 


FRO THE PUBLISHER 


Readers, 


Recently, Wizards of the Coast decided not to renew Paizo 
Publishing's license to create and distribute Daacon and 
Dencxow magazines. Both magazines wil cease publication 
following the release of their September issues, which ship 
to subscribers and newsstands in August, The final issues af 
the magazines will be Duneron #150 and Dracon #359. 

Wizards of the Coast will be moving the kind of content 
cusréntly found in the magazines to an online model. Both 
companies remain on good terms and continue to discuss 
future opportunities for publishing partnerships, As more 
information becomes available on Wizards of the Coast's 
plans forthe Dracon and Duxcrow brands, we'll keep you 
updated in the remaining issues of the magarines. 

Paizo will continue to cteate products compatible with 
the world’s most popular roleplaying game. In addition 
to our existing line of GameMastery accessories like Item 
Cards and the new Critical Hit Deck, this summer will see 
the debut of two exciting RPG lines ftom the same creative 
minds that have brought you the magazines these last five 
years, In June, Paizo kicks off its new GameMastery Mod- 
ules line, featuring monthly 32-page adventures from top 
designers like Nicholas Logue, Richard Peti, Woligang 
Baur, and Jason Bulmabn! Each lavishly illustrated full- 
color GameMastery Module is designed to be used easily 
in a wide variety of campaigns, and will meet or exceed the 
‘expectations you've come to expect ftom Paizo Publishing 

‘August sees the debut of Pathfinder, a new monthly 96- 
page, perfect bound, OGL-compatible full-color saftcover 
Adventure Path book printed on high-quality paper. Over the 
last several months, the same editors who bring you Daacow 
and Dowcrow have been developing the nest evolution in 
RPG campaigns, and we hope you'll take some time to look 
at what we have to offer. Pathfinder will be sold at hobby retail 
stores, bookstores, and online at paizo.com, and—though it’s 


a book, not a magazine—welll be offering a subsefiption 
service for gamers eager to add a vorpal edge to their cam- 
paigns. In fact, you can subscribe to Pathfinder right now 
and receive a fie bonus Player's Guideto the first Pathfinder 
Adventure Path: Rise of the Runelords 

speaking of subscriptions, the discontinuation of 
Deacon and Dunezox will leavemany ofour valued sub- 
seribers with excess subsetiption credit, Paizo has set up 
a special transition web page at paizo.com/transition that 
offers multiple options io these subscribers. A brief sum- 
amary of these options fellows: 

Pathfinder: Current subscribers can transfer their exist- 
ing post-September subscription credit to monthly vol- 
umes of Pathfinder at a generous discount as an easy way 
to try out the new publication. This is your opportunity to 
get in on the ground floor of this major new series, and 
wed certainly love the chance to keep delivering exciting 
gaming content te you en a monthly basis. 

DRAcon and DunGrON Back Issues: Subscribers can 
choose to receive select back issues on a one-for-one basis 
based on remaining subscription credit. This is a great 
way to fill holes in your collection. 

Paizo.com Store Gredit: Paizo.com is the Tnternet’s 
leading online hobby store, with more than 22,000 gam- 
ing products ftom hundreds of publishers. Subscribers 
can swap their excess subscription credit for store credit 
on out website at a generous 120% exchange rate. 

Refund:-if none of the above options appeal to you, 
Paizo will issue you a refuind check for your remaining 
subscription credit, (Refiind checks will be issued starting 
October, 

Subscribers without access to the Internet should con- 
tact our Customer Service Department for more informa~ 
tion about the above cholcesanda form to help you make 
your selection. Write us at Magazine Transition/Paizo 
Publishing, LLC/2700 Richards Road, Suite aci/Bellevue, 
WA 98005, We anticipate a large volume of mail related to 
the transition, so please be patient with us as we 


2007, and may fake several weeks to arrive) 


address your needs. 
‘Dracon and Duncron have been the backbone of 
Paizo Publishing since we spun off from Wizards of 
the Coast's periodicals department in 20ca, and both 
magazines hare been an integral part of the RPG pub- 
lishing world for decades. Bringing the magazines to, 
you every month hes been a true honor, and we in the 
Paizo family look forward to the continuing honor of 
serving your gaming needs for years and years to come, 


Sincerely, 


ERIK. 


Erik Mona 
Publisher 


Tell us what you think ofthis issue 


cheek out the Duvceoy messageboards at 
paiza.com/dungeon 


‘Stop by the WotC D&D messageboards at 
wizards.com/dnd 
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WE SIGE TE SURG NT TRE ABTS 


Weve covered a lot of ground in the 
last fess issues, so rather than facus 
solely on issue 47 (pictured above), 
I'd ike to point out the highlights from 
issue #48 and #9 aswell 

The SavageTide kicked into averdeive 
in these issues, aking the PCs to the 
depths of the Abyss and beyond. Just 
being able to namedrop Igzwily and 
Oreus and Chacon on the cover made 
me giggle like a lunatic. 

In the lowlevel arena, we robbed a 
bank in Earzaon, fought an unkifable 
‘monster from the woods, and wandered 
bade to the iy of Sasserine to find the 
place infested with bickering intelligent 
‘weapons As itworks ou, nothing blows 
theespected wealth gain foranadventure 
utof the water quite lke making all of 
the vlians magic weapons! 

And in the game's most papular 
band foradventuring (the sweet spot of 
eth-aath level), we closed outthe Spawn 
of Sehan campaign are with a trip up 
the hill to fightyak folk, gotdown and 
dirty in Gnevnawes city of Spinceastle, 
and took some time off in the lovely 
(and monster-infested) Moonshae isles 
in the FoncorteN REALMS, 

Back issuesof DunEOw are avalable 
at paizo.com, 
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Looking Back, Part One 

{just recently received the 148th issue of 
Dunceow and 1 was very impressed to 
hear that in the last issue you are going 
to publish an archive listing of all the 
adventuzes that have appeared In the 
magazine, This will be a most amazing 
thing forme,as recentlya friend of mine, 
who unfortunately doesn't play D&D 
anymore, gave me the first 52 issues of 
yout fine magazine. I started to subscribe 
to at issue #90, and I've since been able 
to calleet the intervening issues. Huzeah, 
L will shortly have all 350 issues of your 
excellent periodical, 

I find that my DM style is to take 
published adventure material and inter- 
weave an overarching plot/campaign 
of my own design. This allows me to 
concern myself more with the plot and. 
grander scope of things without having 
to be bogged down by the minutiz of 
each encounter, setting, or NPG, Your 
magazine isa goldmine of ideas, adven- 
tures, and advice that makes my job of 
DMing not only easier but better in the 
eyes of my players. [salute you, sirs, on. 
the part you have played 2s the ‘silent’ 
member of my game session: 

I will miss the monthly issues of 
both magazines, but {'m certain that 
with minimal effort I can bring all 
the hundreds of adventuses you have 
published to my gaming table, which 
should afford me several years, nay 
decades, of gaming fun. 


Prison ail 


Endings may be sorrowfal, but they 
just sweeten the memories of the good 
times of the past, present and those yet 
tocome 
‘Three cheers and well met to 
Duneson and all of its contributors 
and creatorst!l 
‘Trevor Chapman 
Brampton, Ontario 


Looking Back, Part Two 
Asa youngsternew toD&D I looked for- 
ward to the occasional Deacon maga- 
zine that contained an adventure (and 
defacing the magazine by removing the 
staples to extract it), When Ducron 
magazine yas announced T started my 
subscription, hopefid that 1 wouldn't 
miss a single issue, Through the years T 
never let it lapse, though Iwent through 
more than adecade of not playing while 
in college and starting a family. The bi- 
monthly aztival of Dunczon was acon- 
stant through a lot of change and avery 
enjoyable way to pass spare moments. 
was surpsisedat how hard thenews that 
DUNGEON wouild no longer be in print hit, 
sme, Notonlyhad the magazine been acom- 
piution through some of the most impor- 
tant phases of my life; getting an adventure 
published had been a goal of mine, After a 
series of (very polite) rejection letters from, 
Roger Moore in the late 8cs, my attention 
tumed to other goals. achieved a few of 
them and with the third edition getting 
me back in the gime | started to focus on 
adventures for Donceon again, 
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LAST WORDS 


JAMES LAFOND SUTTER 
Before | started working for 
Dunceon, | had never run a pub- 
lished adventure in my life. In fact, 
| was downright snobby about it— 
after all, shouldn't any <elf-respect- 
ing DMs be able to create their own 
adventures? Going to a magazine or 
module felt like a crutch, an edmis- 
sion of failure. Play somebody else's 
adventure? No thanks, 

Then | discovered Paizo and, 
through it, Dunezow magazine. I'l 
neverforget when Erik Mana walked 
up to my desk, threw down a tome 
cof a manuscript, and said, “So, you 
want to edit? Go through this and 
‘ell me what changes you suggest.” 

The document in question? Erik’s 
own “The Whispeting Cairn” and 
Diamond Lake backdrop. Talk about 
trial by fire. 

‘Apparently my changes must have 
been alright, because I'm still here, but 
something else of note occurred that 
day, As | read through that adventure, 
‘autting conmmaswhere | dared, |realized 
something: the adventure was good. 
Mare, it was great. With every scene 
my brain spun offin 2 heretofore unex 
plored direction. | was shocked—how 
ould a published adventure capture 
‘my imagination so? With that adven- 
4ure, and every one that's followed, [Ve 
realized the truth of the matter—that 
rather than stifling ceativty, the stnuc- 
ture of a published adventure is the 
starting paint, the support that allows 
the imagination to range far and wide 
in pursuitof these all-important details, 
Each time | see my sever Savage Tide. 
players flee from mummy rat or send 
archons bearing shadow fearlsinto the 
suns | gladly admit that| was wrong, 

‘Ang now here | am in the final issue, 
the last editor ever to be hired onto. 
DUNGEON magazine. My eternal thanks 
to everyone—Paizoites and readers 
alike—for letting me sit at your table, 
it's been an honor and 2 privilege. 


JEREMY WALKER 
O Adventure! 
Reach fram dark depths te touch 
the sky; 
Rest In peace my friend. 
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While I'll never be published in 
Duncxon, I take satisfaction in wit- 
nessing the birth (and rebirth under 
Paizo after the magazine had fallen on 
some hard times) of what must stand 
as one of the mast ambitious hobby 
magarines to date. Throngh twenty- 
one years, the magazine was able Lo 
maintain a tight focus and provide 
quality adventures. In doing so it 
launched the careers of many very 
talented authors. The entire hobby is 
in its debt. 

It'll be missed. 

Brian Young, 

Cary, North Carolina 

Thanks for the tind words, and congratula- 

tions on-the full collection of the magazine! 

And you're both ig, endings are indeed sa, 

tut at the same time i's a opportunity for 
change and grouth, 

As for DMing styles, | suspect 
of DuNcean’s readers fall Into the cateqooy 
of “hunter(gatherer’—| certainly do, Some- 
mes, I'l tun-an adventure word for word 
_from the magazine, but other times Ill pick 
‘ond choose, sometimes just keeping © map or 
cn NPC nome or even a single picture to use 
2 a player handout 


Long Live Savage Tide! 

First of all 1 wanted to say how dis- 
heartened I am that your magazines 
are ending publication, T have enjoyed 
them, $0 after reading “Down with the 
Savage Tide” in issue #148 T was finally 
prompted to write. I have been playing 
D&D for most of my life—I'm 25 and 
currently running the Savage Tide cam- 
paign. This is absolutely the best cam- 
paign 1 have ever been 4 part of! We are 
only halfway through, and T could not 
be more impressed. T really can tell the 
writers were passionate about this and 
am very excited about where the plot is 
headed. What I love about the Sayage 
‘Tide is its uniqueness. The jungle, sail- 
ing, pirates, the Olmans—I could go on 
and on. Excellent work, 

On that note T was very relieved to, 
see you are going to continue your 
efforts with Pathfinder. I read about it 
and can’t help but notice many simi- 
Jarities to Savage Tide. Which prompts 
me to my next question. 


Tm interested in a subs:ciption.,. but 
what if I dor’t like it? Is there a money= 
back guarantee? 

Gabe Hanson 
Via Email 
Any similarities you might see betwieen the 
Dunceon Adventure’ Paths and Pathfinder 
are quite ustifed—many of the same authors, 
artists, and editors who brought you Shack- 
[ed City, Age of Worms, and Savage Tide are 
working on Pathfinder's Adventure Paths. So 
chances are that you'l find the transition 
happy one. The subscriptions we're affering for 
Pathfinder are month-to-month, similar te 
how paying rent or subscribing toa MMORPG 
works, We aren't affring « money-back guar- 
entee, but ifittuens out that Pathfind 
for you, you can cancel your subscription at 
any limeand not be saddled with months and 
months more of books you don't want. 

OF course, 'm positiveit won't come to such 
a diasticend. Having seen what authors like 
Nicolas Logue, Richard Pett, and Wolfgang 
Baur and artists like Wayne Reynolds, Andrew 
Hou, Warren Mahy, and Ben Wootten have 
‘cooked up for Pathfinder makes me confident 
that anyone who loved Savage Tide wil find 
a lot mare to love in Pathfin¢er. 


DMs Are Too Busy! 

Your reply to Bob in issue #147 regard- 
ing conversion sidebars being a lot of 
work included a question: “And in the 
end, customizing a pre-written adven- 
ture is one of the fun parts about being a 
DM, isnt it?" I would like to reply toyour 
reply;ina word, NO. 

In a few more words, I've been s DM 
since 1979, running many a “module” 
(still my favorite word for adventare| 
scenario) at the Hodge Student Genter 
at USC-S—mostall of which Tpainstak- 
ingly wrote myself. I feel I've done my 
time, and should now be able to enjoy 
my latter years in leisurely ease, using 
only those modules that are pre-writ- 
ten, maps pre-drawn with NO typos, 
and completely idict-proof. I've lived 
through 24-hour-straight, weekend- 
long cempaigns, Greyhawk Ruins (still 
the best pre-packaged module I've ever 
seen, for my money}, and the horrible 
lows (the emasculation of D&D when 
they briefly eliminated demons and 
derils, and the addition of a 7th stat 
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THIS MONTH IN DRAGON 


DEMONOMICON OF IGGWILV: 
sy James JACOBS 
The Demonomicon’s profane 


appendices, details on obscure (but 
still deadly) demon lords, a new 
Joumara demon, and more! 


RELICS OF GREYHAWK 
hy Gany Hotiaw ans Rick MILLER 
“Treasures of the Flanaess, unearthed 
from the depths of Castle Greyhawk. 


‘SUPERVILLAINS OF D6D 
Rediscover the evil of D&D's twenty 
‘most maniacal villains. 


MYSTERIES OF 05D 
Dozess of D&D's darkest secrets 
Finally revealed! 


‘THE WIZARDS THREE 
Wherein D&D'smiost powerful wizards 
discover they've been spied upon! 


PLUS 
Elrninster vs, Raistlin! The keology’ 
of the Tarrasque—featuring the 
return of the Monster Hunters: 
Association—the final Volo’s Guide, 
Dragonmarks, Savage Tidings, Class 
Aets, Comics—including Order of 
‘the Stick—and morel 
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{comelinese?), 90 as I approach 50, I've 
camned the break. 

Jam truly sad to hear that Dunczow 
and Dsacon will soon cease produe- 
tion—DoncEon more $0, asl really find 
the adv... modules handy. The official 
Wisards comment that everyone nowar 
days goes to the internet for this infor- 
mation is, in two words, horse hockey. 1 
goto the computer for one thing only— 
to send e-mails like this one. And | still 
prefer lo write letters and send questions 
bymail. 

Neediléss to siy, with the demise of 
these two magazines, so will go my pur- 
chasing of D&D products. As much as | 
love the D&D minis skirmish game (a 
$ijo/month habit), it's my one way oF 
protesting the demise of a great thing 
for no good reason. 

You guys did a heckuva job, 

Roger Cox 
Spartanburg, SC 
Hol Your polnt is well taker, Roger! But I’ 
sill not convinced that Seollng the Adventure 
sidebars are worth, say, cutilg the stats for @ 
riew magle item (which ls what would have fo 
1go,for carpe, fl ware to squeeze ane of these 
sidebars in t this ssue's "Prhce of Demons", 
Again, when third edition sterted, the Sealing 
the Adventure sidebars were ax much about 
‘ehucating readers about how the new rules can 
be adjusted ex they were about making the (ot 
the tn) small number af adventures available 
work for as wide an audience as possible, 

‘Now that the game's bean out for years, nd 
‘how that there re hundreds of adventures to 
chaose from, finding an adventure to ft your 
porty's needs isn'taz Important arymare. And 
frankly for ths issue, Itwase't just an sue of 
‘space inthe magaeine—it was alto an issue of 
manpower. Sealing the Adventure sedebars are 
fiirly dificult to write (which In and of itself 
‘makes the best argument for having us clude 
them for you In te adventures, frankly), ard 
with this Issue’ additional pages, there simply 
wasn’ time to walte them up, | know, Kid of 
a lame exeute, but there ya go. 


1 Was Deed Serious 

Just read your editorial about the “aco 
HPI" and the last paragraph hed me 
cheering when you asked if you could 
justify giving Demogorgon 838 hit points: 
so that he has more hit points than any- 


one ever published in Duncron maga- 
zine, And to that I say two words. No, 
wait. Three words. Oh hell yeah! 

Seriously, I think that would be a mag- 
nificent touch to DUNGEON magazine, 
honoring the original releases of the 
Monster Manual of yesteryearst 

Here's hoping that you really do get to 
pull this off, even ifit was perhaps men- 
tioned in halfjest—I personally would 
love to seeit! What a fabulous condusion 
to the latest Adventure Path, as well as 
DUNG#ON magazine, Imagine the playe=s 
as they continue to drill endless points 
of damage into Demogorgon and he 
seems hardly bothered! 

Tt would be priceless in so many 
ways! 

Ona side note, Lam sad to hear that 
Duwcron will be concluding. 1 had 
hoped to get one of my works published 
in Dewczon—three of my submissions 
were declined, all for valid reasons (“OF 
Rats and Men/' “Giant Problems,” and 
“What Haunts the Hollow Fields?”). But 
that was back when second edition was 
still going strong, Real life swept me 
away (purchasing a home does that!) and 
Thave been tunable to sitdown and either 
reyamp my submissions or write out the 
thousands of ideas lloating in my head! 

‘Tavis Logue 
Via Email 
Checkout page gt, Tawrnls—youll be happy to 
see that our pal Demagorgen did Indeed weigh 
in with the most hitpoints in DUNGEON ever 
‘At 869 hit points, he wen blew my estimation 
out of the water, Of course, if players of the 
Savage Tide Adventure Path are up 10 snuff 
they won't have to,foce the CR 33 verson of 
Demeogorgon—play your cards right and yos'l 
anly face the 639 hp veeslon. If'you'e lucky. 

Woll  fooks lke that's about itl In the ls 
fw lines have here, juat like to thomnks al 
of the folks wha made DuNGkon possible 'm 
talking abut everyone on the credits back In 
‘he table of contents, of course, ut also about 
the great folke over at Wards of the Coast 
who've been so kind about letting us play In 
their sandbox. And ets not forget everyone in 
the past who's worked on this great magazine 
And, finally the readers. You've been a source of 
Insplation for me, all of you, (ts been « plea 
sure end an honor tobe a part of'your games. 
Keep the dice roiling! —James Jacobs 
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he renegade magicuser Bargle 
| is wanted, dead or alive. After 
the murder of local town cleric 


named Aleena,the ruling council putasiz~ 
able bounty onhhis head. Most speak ofthe 
nes, and rumor holds 
that he dwells in the bowels of a nearby 
abandoned keep, performing all sorts of 
foul sorcecy. Only the truly brave, or per- 
ilously foolish, would dare to challenge 
Bargle in his own domain, 

“Kill Bargle” is a D&D adventure 
designed for four srd-level characters, 
Though many of the namesan 
used here trace their roots back to-one of 
the original D&D campaign settings, the 
Known World of Mystara, this adven- 
ture is seli-cor 
campaign setting, This adventure 


sined and can take place 


ina 


Peary ancntis te bagoe § 


Basie Dungeon Masters’ Rulebook. 


ADVENTURE BACKGROUND 
Many years ago, a wizard named Gygar, 


aman of great and mysterious powers, 


led this part of the Realms of Man from 
his mighty castle Mistamere, located at 
the foot of the mountains to the north, 
Gypar died aftera long and peacefid rule, 
the 


but no successur was named. O 
st 
the outline of the 


years, the unclaime llintornins 


Centuries later, 


Ironing 
ger, fame, and fortune 
Rumors hold that mon: 
the ruins, 

‘The local town council has called for 
to brave the keep, offering 
reward of 1,000 gold pieces for Ba 
capture. Recer 
of Aleena, a well 


s lurk within 


guarding. rich treasures, 


adventure! 


known cleric, Barg 
d by the council, dead oralive 
“ably dead. 


Prefer 


ADVENTURE SYNOPSIS 
The PGs arrive at castle Mistamere, the 
supposed hideout of Bargle. After deal- 
ing with the carrion ceawler that lives 


outside and the kobolds that control 


the yard, the characters must brave 
the keep and the two dungeon levels: 
beneath it, Inside they face a tribe of 
kobolds, hungry scavengers, and deadly 
hazards be 
sanctum. Once fhere, they must combat 
loppelgangers, charmed ogres, 
deadly traps, and the magicuser himself 
if they hope 


deadly reign, 


they teach Bargle's inner 


» bring an end to Bargle’s 


ADVENTURE HOO! 
The adveature begins with the party in 
the town of Fhteshold, staying at the Gald 
Dragon Inn. A signpost in the ina bears a 
wanted poster for Barple’s ceptuze. 

The town itselfis full of wild ramors 
ple and the castle, which 
lies only 3 miles away. While most of it 
is wild speculation and hearsay, a DC 
15 Gither Information check reveals 
that Bargle w: 
shortly after Aleena’s death. If inquiring, 
about the keep, a similar check rev 
that itis said to be 


concerning Bi 


ast seen near the castle, 


als 


«hair of all sorts of 
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monsters, particularly strihe of kobolds 


that lives in the uppermost dungeons, 


THE SURFACE RUINS 

‘The joummey to Castle Mistamere is a 
short one, with the trail to the ruins 
leading through pleasant farm felds 
The only encounter along the way is 
witha 
‘watching his workers till the fields, He 
isa friendly man who gladly volunt 
that he has seen monsters go in and out 
Of the keep over the past few months. 


mer, who sits atop his wagon 


Although he dues not know their name, 
he desctibes them as small lizard 
creatures who walk abou! 
The farmer las never seen Bargle, and 
is glad for it. 

When the PCs reach the castle,read or 
paraphrase the following, 


like men 


The Walls of Castle Mistamere ate jagged 


and fil] of small holes where stone blo: 
have tumbled to the earth, now scattered 


around the ruins. A gateway in the center 
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of the front wall 


apy, and the 
the ground, although an inner gateway 
still stands, This gateway Seems to be th 


uuter doors lie rotting nearby on 


easiest entrance through the wall, although 
a gaping hole off to left of the gate could 
other. Peeking over the outer 


are the ruins of the castle 


backed against the sheer elif of the 
mountain beyond. 


Inside the keep, all of the floors, 
ceilings, and walls are made of stone, 
Unless otherwise noted, the chambers 
areunlitand have 10-foot-high ceilings 
‘There were once floors above the first, 
but they have long since crumbled 


into #uin, 


1. RUINED DOORS (EL 4) 
‘These rotting doors were once the outer 
gates to castle Mistamere, 

Creature: Lurking in a shallow den 
underneath the doors is a carrion 
crawler. Anyone approaching within 20 


feet of the doors receives a DC 10 Spot 
check to notice it. The exrrion crawler 
then climbs out to attack, suxpr 
anyone who fails their Spot check. Tt 
attacks until slain. 

Carrion Crawler: hp 19; Monster Man- 
ual 30 

Treagu 
Jair underneath the doors dis 
the skeleton of a kobold cove: 
treasure, All told there are 1,003 
ep,and two small pamets worth 100 gp 
each, Clutched in the kobald’s skeletal 
hhand is a small leather bag containing 
an additional 15 op and a plain brass key 
(this opens the chest in azea 19). 


ing 


Anyone investigating the 


2, KOBOLD COURTYARD (EL3) 

There are three ways to enter the 
courtyard from outside the wall. The 
first is through the main gate, although 
the koboldsin the courtyard altept to, 
close the gates before the PCs can enter. 
The second is via a hole off to the sight 
of the doors, but this rouite is treated as 


‘difficult terrain. Finally, the walls of the 
sourtyard are quite ruined and relatively 
‘exsyto Seale. They are fifly fect tall and 
ean be dimbed with a DC 15 Climb: 
"check, Numerous small holes in the wall 
allow any character peering through 
jem-a DC 15 Spot check to notice the 
kobolds hiding in the courtyard. 
“Wooden Gateway: Hardness 5; hp 35; 
Break DC 23. 
‘Creatures: Ten kobolds are stationed 
_ inthe courtyard, tasked by their chieftain 
fe keep watch fir trouble. When the PCs 
approach, the kobolds close the doors 
Jeading into the courtyard and drop a heavy 
wooden tar. This task done, the kobolds 
spread oul and train their slings on the 
southwest opening in the wall, waiting for 
the characters to climb through, 

Kobolds (1 2 Monster 
Manwal 15) 

‘Tacties: The courtyard is littered wi 
rubble, giving the kobolds cover from 
the opening in the wall, They fire sli 
‘stones at the PCs the moment they enter 
the courtyard and continue to do so 
until engaged in melee. Any remaining 
‘Kobolds attempt to flee inside the keep 
‘if six of their number are slain. 

Treasure: Aside from their poorly 
smaintained gear, each kobold carries a 
small leather pouch containing 346 ep. 
In addition, the kobolds a small 
iron box, hidden near the ruins of the 
east tower. The box can be found with 
a DG 25 Search check or revealed by a 
Kobold prisoner. The box contains 100 
gp:and a black onyx gemstone wor! 
50 ED. 


3 ENTRANCE 
‘The unlocked doors leading into the 
Krep are made from rotting wood. 

‘This entrance hall is well-traveled and 
littered with debris ftom outside, A DC35 
‘Sarvival skill check reveals that most of 
‘the tracks in this room lead to the north 
door, and ffom there on to areas 11, 12, 
and 43 before leading down to the first 
evel of the dungeon. 


4. WEST HALL (EL2) 


This musty chamber contains a tro of ancient 
‘wooden chairs and a pair of small tables. A 


cold fireplace sits in the center of the north 
wall near a ragged hole in the ceiling, 


Greature: This chamber is the lair of 
a dire bat that lives in the ruins of the 
floor above. Ifthe fireplace is disturbed 
in any way, the bat shrieks and clambers 
down throguh the hole in the ceiling 
to attack. Once dropped to below hall 
its hit points, the bat flies off to azea 5 
to roost atop the chest in that room. If 
confronted there, it fights to the death. 

Dire Bat: hp 30; Munster Manual 6 

‘Treasure: 4 DC 15 Search check of the 
room uncovers three old silver teaspoons 
worth 1 gp each. Italso uncovers a sinall 
‘bag of dried peas that, while worthless, 
are usefill to anyone who falls prey to 
the eternal slumber tuap in area 12, 


5. STORAGE. 


This room is filled with boxes and crates of 
maty shapes and sizes 


‘The boxes are covered with a thick 
layer of dust. IFany of the boxes are 
disturbed, a deep voice comes from 
a chest in the corner, asking, “Who's 
there?” Regardless ofthe response, the 
voice then calls out, “Is Bargle with 
you?” Again, no matter the response, 
the yoice calls out one last time, 
saying, “Oh, well then, never mind,” 
‘The voice does not speak again. The 
chest radiates faint illusion magic. All 
Of the boxes and crates in this room 
are empty. 


6, CLOSET 
This dusty closct is ment to serve area 
42, but also opens into area 5. Tt is 
empty save for a round batbox lying 
on the oor in the northwest corner. 
The hathox istied with a simple string 
that is coated in sassone leaf residue, 
a dangerous contact poison (contact, 
Fortitude DC 16, 246 hp/id6 Con), 
Cutting the string end allowing it 
to fall away untouched can open the 
hhathox safely. 

‘Treasures The hatbox contains a musty 
red woman’s hat. While this is of no 
valus,a platinum hatpin worth 100 gp is 
hidden underneath, 


7 EAST HALL 


Four rickety wooden chairs sit in this foam, 
around 2 small table. In the center of the 
north wall isa fireplace, 


‘The chimney in this room is choked 
With rotting timbers from the ruined see= 
‘oad floor. Anyone searching the chimney. 
must make a DC 16 Dexterity check to 
avoid disturbingthe rubble, Failu 
the timbers to fall, dealing 1d6 points of 
damage to the searching character. ADC 
agReflex save negates this damage, 

Treasure: A DC 5 Search check of the 
charaber uncovers an old feather-scutted 
pillow. A DG 16 Search check of the 
chimney uncovers a loose brick, behind 
which hides an ornate silver dagger 
worth 75 ep. 


causes, 


S.STORAGE (EL 1/208 3) 
‘This room is identical to area 5 with one 
exception; a large erate al the bottom of 
the pile holds an angry zombie, 

Greature:'The rombie remains perfectly 
still until its erate is opened, at which 
point it rises to attack. Any fight in this 
‘room draws the sombies from area g:in 1 
round, The zombie fights to the death, 

Human Zombie: bp 16; Monster Man- 
ual 266. 


9, CLOSET (EL3) 


This small closet is crowded with dust 


and rubble. 


Creatures: Four zombies wait for visi- 
tors in this chamber, attacking anyone 
who enjers, They move to investigate any 
disturbancein areas 8 or 16 and fight to 
the death, 

‘Human Zombies (4: hp 16 each; Mon- 
ster Manual 266. 

‘Treasure: A DC 20 Search check of the 
trash-sttewn chamber uncovers a brace: 
Jet worth 500 gp. 


10. BEDROOM 


This chamber may have once been a fine 
bedroom, but its furnishings are now tat= 
tered and moldy. 
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he bed in this chamber radiates 
wit transmutation magic. Any 
sleeping creature placed on the bed is 
roused from any magical sleep effect 
(including the sleep effect from the bed 
 inarea 12), In addition, anyone placed 
the bed gains a +10 bonus on their 
next saving throw to resist the effects 
of yellow mold. 
Ifa character on the bed is tickled 
"with a feather, he begins convulsing 
"and sneezing for one round, kicking up 
a tremendous cloud of dust. Anyone in 
the room during this dust cloud must 
make aDC 15 Fortitude save or spend 1d6 
round Choking and coughing, unable to 
fake any other action, 


‘1. HALLWAY 

‘This chamber contains a large amount 
of trash, but nothing else. A DC 15 Sur- 
vival check made by acharacter with the 
‘Track feat reveals.a tral that leads from 
the doorto area 3 to area12, 


12. BEDROOM 
‘This chamber is identical in appearance 
toarea 10, The bed here radiates moderate 
‘enchantment magie. Anyone who tonches 
it must make a DC 15 Will save or be 
compelled tolie dayen upon it. Thosewho 
do so must mal 15 Will save 
each round or fall asleep for da years, 
‘Those who fill sleep cannot be roused 
normally butdo not suffer from starvation 
or thirst while on the bed, They can be 
woken up in one of three ways. A dispel 
‘mugie cast on the victim (CL. sth) rowses 
them, Plicing a pea under the maliress 
"does so as well, but causes the character 
to become fatigued, Tinally, placing the 
character on the bed in area 10 causes 
‘them towake in one round, 
A DC 45 Survival skill check in this 
“chamber reveals a trail that leads from 
the door to area i toarea 13. 


another: 


13, STAIRS (EL 1) 

‘This small chamber leads to a set of 
tins that descend to the dungeon below, 

Yeading ta areaaa, A small fireplace in the 

northwest corner of the room is empty 

and unit, A DG 15 Survival skill check 


te 
eae 
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Creatures; Four kobolds lark on the 
staits leading down, They spring forth 
ta attack anyone approaching their 
position. Each Kobold has 5 cp tucked 
away in its belt 

‘Kobolds(4): bp 4 each; Monster Man 
ual 161. 


14, TRAP ROOM 


ln the center af the room, a large log rests 
with one end on the floor. and the other 
ald in the air, suspended directly above 
a simple wooden chest by 3 rope that runs 
through hooks in the ceiling and wall 
before disappearing into the floor. 


Afthe rope is eut, the log fills, smashing 
the chest and scattering itcontents.ADG5 
Search checcidentifies trap in thisroom, 
bata D@15 Search check reveals there is 
no mechanisin te drop thelog Should the 
Jog somehow fall onto a character anyway, 
tdeals 3d6 points ofdamage, with aDC10 
‘Reflex save halving the damage. 

‘Treasure: The chest is not locked and 
contains 59 gp, 500 sp, and one citrine 
worthio gp. 


15, STATUE ROOM (EL 2) 


‘A-small stotue of 2 kobeld stands in the 
center of this room, holding out 3 crude 
stone sword. 


‘Trap: ‘The statue in the center of 
this room is trapped and if touched, it 
suddenly spins around, its heavy stone 
sword attacking everyone adjacent to it. 

Spinning Kobold Trap: CR 3 
mechanical; touch trigges; automatic 
reset; Atk +10 melee (1d6+2); multiple 
targets (everyone adjacent to the statue) 
Search DC1y, Disable Device DG 20. 


16, STAIRS 
‘his tubble-strewn staircase leads down, 
toares 39. 


17, KOBOLDS (EL 1) 
‘This chamber contains mubble and trash, 
‘but little else of interest. 

Creatures: Five kobelds live om this 
1 been chased here by 
the zombies. Their job is to scare off 


intraders, and if they see anyone, they. 
attack with a howl. 

Kobolis (3): hp 4 each; Monster Manual 
161, 


18, STATUE ROOM 
‘This chamber is identical to that area ag 
except the kobold statue is not trapped. 


19. DINING HALL (BL 6) 


A long wooden table occupies the center 
of this roam, surrounded by a dozer plain 
wooden chairs. Human skeletons, wearing 
the rags of fine dinner attire, occupy four 
of the chairs. On the table in front of each 
chair sits 2 golden dintiet plate, accompa~ 
nied by a dusty glass goblet and-dull sil- 
verware. A large stone fireplace looms in 
the north wall, 


‘This chamber contains both a deadly 
‘haeard and dangerous guardians, and the 
Kobolds avoid it at all costs, 

Fach of the gold dinner plates are 
actually tin coated with a layer of yellow 
mold (Dungeon Master's Guide 76), Due 
to the mold’ small size, however, the 
cloud ofspores produved by these plates 
only affects the character disturbing 
them. ‘The effects of the spores can be 
avoided with onlya DG12 Fortitudlesave 
(instead of the normal DG of 15). ADC 
15 Knowledge (dungeoneering) check 
identifies the mold far what itis, 

Creatures: Hiding in the fireplace 
on the north side of the room are a 
pair of harpies. When the PCs enter 
the room, they fly out from hiding to 
attack, At first, they both try to use their 
captivating song to hamper the PCs 
while moving to attack any that resist. 
‘The harpies know about the danger of 
the yellow mold, and avoid disturbing 
the table, 

Harpies(2}hp 3ieach: Monster Manulaso, 

‘Treasure: Hidden in the back of the 
fireplace is a large chest. The chest is 
securely locked, but can be opened 
with a DC 25 Open Lock check or the 
key from area 2, Inside are a number 
of moldy dinner outtits, 2,00 =p, LWo 
pals of turquoise earrings worth 506 
gp cach,and two potions of cure moderate 
‘wounds. In addition to the valuables in 


the chest, the silverware on the table 
is worth 5 gp per set, for a total of 
gp. The crystal goblets are worth o 


gp for all twelve, The tin dinner plates 
are worthless, 


80. CLOSET (EL 1) 
‘This small closet contains little more 
than rags and 

Creatures: Four die rate hurlein this 
toom, sifting through the garbage. They 
attack any who disturb theirmeal. 

Dire Rats (4): hp 5 cach, Monsler Man- 
ual 64, 


cash, 


1. CLOSET 
This 


(eset contains only trash, 


UPPER DUNGEON 
Built ages ago by Gygar. the first 
level of the dungeon beneath Castle 
Mistamere has fallen into disrepair. 
all of the 
walls, ceilings, and floors of this level 


Unless otherwise noted. 


are made fiom stone masonzy, The 
doors are made of wood, While most 
of them are stuck (requiring a DC 16 
Strength check to open), they are not 


locked. Most of the chambers are dark, 


as their inhabitants do not need light 
to see. 


22. GYGAR § 


TATUE 


Standing 
an anciertstone 


ig one wall of this chamber is 


tue covered Industand 


cobwebs. 


bling 
human wizard, his arms he 


(though its features are c 


arly depicts 2 powerful-look 


to cradle an unseen gift 


‘This cham 
leading up to areag above, IFthe kabolds 
rn that chamber have not heen dealt with, 
they charge down the stairs to attack 
anyone in this room. Both of the doors 
leaching out of this chamber are stuck but 
not locked. 


ber contains a set of stairs 


‘Treasure: ‘The statue of Gygar hides a 
valuable treasure. At its base is a small 
inscription that reads, “The orb is the 


key." Tis arms 


and hands are perfectly 
weighted, so that if the stone sphere 
from area 37 is placed in its grasp, the 


wer, as does asection ofits chest, 
ity. Inside this hole 
ngsword wrapped in oil- 


revealing a hollow ¢ 


ent +2 
Cloth anda scroll of invisibility, Lf the BCs 
do 
bashed open ( 


Ythave the stone, the statue can be 
ardness 8, hp 55) 


93. CRYPT [EL 3) 


Four stone pillars support the yaulted 


ceiling of th Thick sheets 


cobwebs and dust hang between them 


obscure the far side of the room. A faint 


crunching noise ean be heard, ech: 


im 


agin 


Creatures: A pair of ghouls lair in 
this ancient crypt, eating an unlucky 


SEPTEMSER20¢7 DUNGEON 


2 


Kobold. The ghouls attack any who 
disturb their meal 
Ghouls (2): hp 13 each; Monster Man- 
ual a8. 
‘Treasure: ADCi5 Search check uncoy- 
ers asmall silk bag containing 30 gp and 
silver pin worth 50 gp. 


24. GUARD ROOM (EL 4) 


Ajange table is turned on its side near the 
center of this squat chamber, with small 
piles of rubbish and debtic scattered 
around it 


This chamber is one of ¢ number of 
guard chambers manned bythe kobolds 
to protect thelr lair and chieftain, 
Greatures: Along with the four 
Kobolds in this room, there are also 
two kobold bodyguards. If the PCs 
enter this chamber from the west, the 
Kobolds hide behind the table and use 
it for cover while attacking with slings 
before engaging in melee. If the PCs 
enter from another direction, they exn 


nae 7 SER SEE 
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easily surprise the kobolds (who only 
ch the west). 

Kobolds (j): hp 4 exe 
ual 63 


Monster Man- 


Etire Kosotp Bopyauaros (2) CR2 

Kobold warrior 4 

LE Small humanoid (reptilian) 

Init+2; Senses darkvision 60% 
Spot 4 

Languages Draconic 

C17, touch 13, fat-footed 15 

hp 22(4 HD) 

Fort +5, Ref-+3, Will42 

Weaknesses lpht sensitvity 

ro oe 

Melee longsword +7 (Ids+1/19-20) 

Ranged sling +7 (143) 

Base Atk-+4; Grp +1 

Combat Gearalchemist’ fire 

Abilities Sty 12, Dex 15, Con 12, lat 10, Wis 
%, cha 8 

Feats Alertness, Weapon Focus (longsword) 

Skills Craft (trapmaking)+2, Hide +5, Listen 
+3, Move Silently +3, Profession (miner) 
$3, Search <2, Spot +4 


Listen 3, 


ai : 
he P 


Possessions combat gear, studded leather 
armor, buckler, longsword, sling with 
10 stones 


25, WELL 

‘This chamber contains a stone well in 
one corner The well extends for 20 feet 
before ending ina pool of clear water 
A rope dangles into the well, tied to 
an iron spike driven into the wall and 
connected to 2 wooden bucket. The 
water in the well is safe to drink, 


26. KOBOLD BARRACKS (EL 2) 

Three crude bunk beds are atacked inta 
aps of 
garbage, mainly old bones and ruined 
clathing, cover the floor. 


the comers of this room, while 


Creatures: This tom is one of the 
the kobold tribe. Since the 
Kacbolds sleep in shifts, this room is always 
occupied, When the PCs enter, two of the 
kobolds in the room are plying dice 
in the middle, while the other four are 


barracks 


PT a al 


Tet tos ail 
Ls 


sound asleep. With a shrick, the gaming 
Kobolds draw their weapons and attack, 
waking the other four. 

Kobolds (6): hp 4 each; Manster 
Manual 161 

‘Treasure: One of the kobalds found a 
bag of devouring during, his exploration 
and, mistaking it for a magical bag, 
putall of his loot inside, Currently all 
that remains is 3 gp and a small amber 
gemstone worth 100 gp. ‘The bag can be 
found with « DC. Search check, 


27, AUDIENCE CHAMBER (EL 6) 


hamb 
he'ce 
dais, atop which is 3 stone 


Five doors enter this la 


arious ditections. In iter of one 
wall 


bed 


‘This is the audience chamber of the 
Kobold chieflain, He rarely leaves this 
of fear that Bargle might 
come to issue him orders and mistake 
one of his minions for the chieftain, thus 
dethroning him, 


room, out 


Creatures: Sitting in thik chaie isa 
fierce kobold wearing a necklace of 
silyer bones. The kobold chieftain 
is probably aware of the PCs by the 
h this chamber, and 
ed. As such, he has a 
pair of kobold bodyguards and four 


time they 


thus unsuyy 


other kobolds here to protect him. 
‘The kobolis attack the moment the 
PGs enter the room. 


KosoLp CHierTAIN CRE 
Kobold warrior 4/mgue 3 

Le ) 
Init +8; Senses darkvision 60 ft; Listen +6, 


small humanoid (reptil 


Languages Common, Draconic 
‘AC20, touch 15, flat-footed 16; Dodge 
hp 35 (7 HD) 

Fort +6, Ref +8, Will «2:evasion 
Weaknesses light sensitivity 
Sa300) a on 

‘Melee muck shortsword +12/47 (1e4-1/19-20) 
Ranged sling +1 
Base Atk +6; Grp +1 

Atk Options sieak attack «246 


3) 


Combat Gear potion of cure moderate waundsf2) 
Dex 16, Con 12, Int 12, Wis 


5Q isp findiny 
Feats Dodge, Improved Initiative, 
Weapon Finesse 


senseal 


Skills Balance +6, Craf @rapmating) +, 
Disable Device 47, Escape Artist 10, Hide. 
+14, Jump-44, Listen +6, Move Silently 
+20, Open Lock #10, Profession (miner) 
+2; Search 49, Spot +6, Tumble +10, Use 
Rope +4 (+6 bindings) 

Possessions combat gear, 11 studded leather 


armor, masterwork shortsward, sling with 

10 stones, necklace of siver bones worth 

150-gp, gold key worth 10 gp 

Kobolds (4): hp 4each; 1 
ual 161 

Hlite Kobold Bodyguards (2): hp a2 
each; see page 2 

‘Treasure: Aside trom the gear carried 
by the kobolds, the throne is covered in 
what appear to be tiny jewels, While 
most of these are worthless bits of 
glass, two are actually topzzes wasth 


nster Man- 


500 gp each. 
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CLOSET 
‘The door to this chamber is not locked, 
‘doth. A DC 10 Listen cheeleat the door 
sevesls a faint singing noise coming 
‘from the other side, Once the padding 


| “Treasure: Inside this small room is a 
silver urn that continuously singsan old 

iven lullaby, The urn is worth 206 gp, 
‘but anyone carrying it takes a 10 pe 
alty on Move Silently checks, The urn 
‘has the ability to put the statue in area. 
43 tosleep. A dispel magic causes the urn 
to cease its singing for idg rounds. 


29, CHIEFTAIN'SBEDROOM (EL-2) 
‘The door to this room is locked, requir- 
ing a DC 30 Open Lock check to open. 
‘The gold key possessed by the kohold 

"chieftain in area 28 opens this door. 


‘This'small chamber contains a simple bed 
and a stout wooden chest. A reptilian scent 
~ hangs thick in the air 


‘Thisisthe bedchamber of the kobold 
chieftain, Although he rarely uses it 
for sleep, he does keep some valuable 
treasure in his chest, protected by a 
‘rap. A DC 30 Search cheek of the room 
" uncoyersa copper key hidden under the 
hed. This key opens the chest without 
setting off the trap. 

‘Trap: Anyone attempting to open the 
chest is attacked by a poisoned needle 
that springs out of the lid, 

Poisoned Needle ‘Tra CR 23 
amechanical; touch trigger; repair reset; 

“Tock bypass (Opén Lock DC 30); Atk +15 
melee (1 plus poison, needle}; poison 
{greenbload oil, DC x Fortitude save 
tesists (poison only), 1 Gon/ide Con); 
Search DC 22, Disable Device DC 17. 

Treasure: Inside the chestis Seo 5p,350 

p,asmnall emerald-studded silverbracelet 
500 gp,and awand oftdeect magie(42 
atges). There isalso anotefiom Bargle, 
orderingthe kobold chieftain to be onthe 
lookout toradventurersand to make sure 
ot to allow them to proceed to the lower 
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30. GUARD ROOM (EL 4) 

‘This chamber is identical to area 24, 
except that one of the kobold bedy- 
guards carries a potion of gaseous form. 
‘The kobold does not know the function 
of the potion, and dares not drink it: 


31. KITCHEN (EL 1/2) 


A large fireplace stands in the noth wal o 
this room, with 2 spit over the open flames. 
The carcass on the spit looks suspiciously 
like thatof a dog, 


‘This is the Kitchen for the tribe of 
Kobolds, There are few provisions here, 
with the tribe instead relying on what 
food their scouts on the surface can 
find. The rusted pots and pans tn this 
chamiber are of little value 

Creatures: A pair of kobolds tends 
the fire in this chamber, preparing 
meals for the rest of the tribe, While 
one wields a long cooking knife 
‘instead of a spear (dealing 1dq—a 
points of damage), the other grabs the 
‘hot spit off the fire and attacks with 
it dealing sdg-1 points of damage 
plus 1dy points of fire damage), They 
charge any intruders, 

Kobolds (2): hp 4 each; Monster Man- 
ual 6x. 


32. MESS HALL (EL 3) 


Two long tables dominate this chamber, 
around which sit a dozen. broken and 
banered chairs. Scraps of old meat, broken 
bones, and rotting leftovers litterthe floor. 


‘This chamber is the mess hall, used 
by the kobolds to eat their meals. The 
floor in this room is covered in greasy, 
rotting leftovers, increasing all Balance 
and Tumble DCs by +. 

Creatures: Fight kobolds are having 
a meal in this chamber when the PCs 
arrive. ‘They start the combat by throw- 
ing their food platters at the intruders 
(canged-1,1d4-1 nonlethal), before draw- 
‘ing spears to attack, 

‘Kobolds (8): hp 4 each; Monster Man- 
ual 1631. 

Treasure: One of the tarnished sets of 
silverware in this toom is actually made 


‘This chamber is identical to are 
except that there are only two 
eds here instead of three. Dire 


that descends to the second level of t 
dungeon, ending imarea 57. 

Creatures: Two ordinary kobolés are 
restingin this room, along witha pair of 
‘kobold bodyguards, who are busy play- 
‘ng a game involving ral. an applecor 
anda pair of sticks. 

Kobolds (2): ip each; Monster Man- 
ual 161 

Flite Kobold Bodyguards (2): hp 22 
ew see area aq, 

‘Treasure: The wager between the 
kobalds amounts to 27 gp anda piece of 
Dae quartz worth 10 gp. 


34, WARNING 


full of bones and 
is written en the 


mber 
south wall. 


‘This room is used as a garbage pit for 
the’kobolds, Any character who spends, 
more than 1 round in this room rust 
qnake a DC 10 Fortitude save or be sick 
ened for 1dq minutes, The writing on the 
south wall is in Draconic. It reads, “Oil 
bugs this way—keep ont!” 

While the southern door is not locked, 
it leads only to a small chamber and. 
another door.'Vhat door is locked, requit= 
inga DC 30 Open Lock check to open. 


35. PILLAGED STATUE(EL §) 


This ruined chamber has cracked and 
broken statue that looks like @ wizard. 


‘The statue ia the southwest comner 
is similar ta the one in area aa, but its 
contents were looted long ago when the 
statue crumbled. ‘Ihe top half of the 
statue lies in ruin around its base. The 
stone orb used fo open it is nowhere to 
be found. 

Creatures: A pair of oil beetles reside 
in this toom, and move to attack any 


who enter. These 3-fot-long red-and- 
black beetles bear strange tubelike 
stalks on their backs and large, 


snapping mandibles 


OU BEETLE 

N Small vermin 

Init 2; Senses darlvision 60 f., 
‘tremorsense 60) fii Listen +0, Spot +0 

AC AZ, touch 13, Hatfow 

hp 16 (3 HD) 

Fort+4, Ref +3, Will «1 

Spd 0 fe, buriow 10 fh 

Melee bite +4 2d6s1) 

Ranged oil spray +5 touch (blisters) 

Base Ath +2; Grp 1 

Special Actions oil soray 

Abilities Str 12, Dex 15, Con 12, int —, Wis 
10, Che 9 

‘SQ vermin tralis 

pray (Ex) As @ standard action, an oll 

belle can spray a jet of caustic fluid 

through a special nazzle on its back 

This req ranged toush attack 

Anyone hit by the fluid must mal 

14 Fortitude save or became sickened 

with peinful blisters. The victim 

reteives a new Fortitude save each day 

to overcome the infection, which can 

betreated using the Heal skill, The 

blisters can also be cured with a remove 

milan effect, The save DCis 

Constitution-based and includes a +2 


36, TRAP ROOM (EL 9) 


he north, east, and wes 


western door are the smeared remai 
some gigantic bug, its pulverize 


surrounded bya slippery st 

‘Trap: Directly in front ofthe western 
Boor is a pressure plate that causes a 
stone piston to descend from the ceil- 
ing and crush anything underneath 
it, The trap is triggered by anyone 
attempting to open the door (which 
itself swings inward toward are 37) 

Stone Piston ‘Trap: CR 2; mechanical; 
location trigger; automatic reset; Atk 410 
melee (45, stone piston}; Search DC 20, 
Disable Device DC 20. 


BEETLE LAIR (EL 6) 


Mounds of earth and ston 
this rocnt, partially obscuring a stone chest 
Creatures: This is the primarily lair 
of the oil beetles. Four of the 
vermin arein this chamber at all times, 
‘keeping watch over a cluster of eggs in 
the corner. They attack any who enter 
this room, Due to the uptumed earth 
and ste 
are considered diffic 
Ol Beetles (4s hp 16 each, see pa 


‘Treasure: ‘The stone chest in the cor- 


gerous 


,all of the equares in this room 


t terrain, 


ner must be unburied befbre it can be 
opened, 'This requires a total of 5 min- 
utes worth of work without tools (ha 
that time with them), Inside the chest 
is 500 gp, a stone orb (used to open the 
statue in area 2: 

elvenikind, 


and a pair of boots of 


938. GALLERY 


A faded tapestry hang: 
this ruined chamber, depicting Castle Mis- 


nthe south wall o 


tamereasit once scan of strength 


and order. 


‘Treasure: Once cleaned, the tapestry is 
worth 200 gp and weighs so pounds, 
39. BEETLE CHAMBER (EL 4) 
The set s leading. up to the ruins 
ove Is this room's only nateable feature. 
The stairsin this room lead up toarea 
46 in the ruins above, 
Creatures: A pair of oil beetles attacks 
any who enter this room. 
Oil Beetles (2): ip 16 each, see pag, 


40. PITTRAP (EL 3) 
Trap: This entire room is one gigentic 
pit trap, placed here by the kobolds to 
keep the vermin lo thenorth out of their 
area, Any creature walking through the 
center of the chamber sets off Une tra 
Spiked Pit Trap: CR 3; mechanical; 
location trigger DC 20 
Reflex save avoids; 20 ft. deep (2d6, fall) 
multiple targets (al targetsin the room); 


manual res 


25%-30" Off! 


a eee oer s7st 


Wecany the largest variety of D&D 


miniatures on the web! 


Booster packs and cases from 
every set including: 


Harbinger, Archfiends, Gi 
of legend snd morel ee 


www.miniaturemarket.com 


pit spikes (Ath +10 meleo, xd spikes per 
target forada42 each); Search DC20, Bis- 


ton lies at the 
__ bottemnf the pit with a Small +1 wooden 
shield still strapped to its arm. 
HL STAIRS 
A single set of stairs descends trom 
this chamber to the second level of the 
} dungeon, ending just north of area 55, 
Serawled on the wall in Draco e 
© crude kabeld phrase, "tise theother stairs! 
Barple’s orders” Although there is nothing 
dangerous about these stairs, Barsle 
prefers thal the kobolds eometo meet him, 
by using the stairs near area 47 


42, GELATINOUS CUBE (EL 3) 


Off to one corner of this room a number 
of glittering gold coins can beseen, appar 
ently floating ir the air 


Creatures: A gelatinous cube lalsin this 
‘oom, The coins are actually suspended 
inside of i, and anyone who altempts to 
grab them without noticing the cube with 
at check is engulfed 

hp 54, Monster Men- 


alae 
‘Treasure: Once the cube is slain, the 

few coins inside it can be retrieved. There 

are a total of 8 gp and x2 sp inside it. 


43, HIDDEN TREASURY (EL 9) 

‘The door leading into this chamber is 
hidden and can only be found with a DC 
20 Search check. 


With 2 tow grinding noise, the ancient 
stone door slides open, revealing 2 pas- 
sageway choked with dust and cobwebs, 


dearly unused-fur quite some time, Just 
inside the door,a number of musical notes 
are carved into the wall, 


‘The chamber at the end of the hallway 
contains one of Gygar's hidden treasuri 
| left untouched all these years, His riches 

‘were not left unprotected, though, 
I. ‘Trap: A statue of Gygar standing in 
the chamber is actually a magical trap 
that can be deactivated by playing the 
tune inseribed on the wall. Playing 


BY JASON BULMAHN 


this tune requires a DC 20 Perform 
check. Alternatively, the singing urn 
from asea 28 sings the same tuneand 
makes the check automatically. If 
the correct tune is played, the statue 
is deactivated for 140 minutes. If an 
incorrect tune is played, or no music 
is played at all, the statue attacks the 
closest intruder with fiery rays one 
round afler they enter the room. The 
statue continues to fire one ray each 
round until the correct melody is 
played or the intruders finally leave 
theroom. 

Scorching Ray Trap: CR 3; magical; 
1; All +3, 


location trigger; automatic re 
ranged touch; spell effi 
grd-level wizard, sd6 fire); 
Disable Device DG 27. 

‘Treasure: Both of the iron chests in 
this coom are locked and bolted to the 
floor. They 
ao Open Lock check. One chest con- 
tains ancient leather bags full of coins, 
one with 1,096 ep, two with 100 sp, two 
‘with 109 gp, and one with 50 pp. The 
other chest contains a Small +1 chain 
shirt, 2 potions of cure light wounds, 
scroll of firehall, and a scroll of protec 
tion, from evil 


an be opened with @ DC 


44. SPIDER DEN (EL 4) 


Thick webs are strung between th 


and ceiling of this small chamber, abscur 
Ing the carness of the room 


‘The webs in this chamber hamper 
movement, Anyone wishing to move; 


ist check, Success allows the character 
to move at half speed. ‘The spiders can 
move freely through their webs 
‘his room ix home toa 
number of monstrous spiders. Whil 
they normally hunt the kobolds and) 
beetles, they are always on the Tooke 
out for a fresh meal, They attack any- 
one who enters this chamber and are 


dsawn to investigate any disturbances 
in the hallway. 

Medium Monstrous Spiders (3}-hp 1 
each; Monster Manual 288, 


45. HANGING FOOD 


Thick: st 
iling of this ch. 


ds of wel m the 


ing hang 
er, same of which 


nall cocoons of silk, Tattered 


supp 
armor, rotting flesh, and yellowed bones 
be seen protruding from some 


these bundles. 


This is where the spiders store their 
sneals, allowing them to ripen until they 
sue ready to be eaten. Fine silk strands go 
from this room to area 4q, alerting the 
spiders there to any intrusion here, 

Treasure: A DC 20 Search of the 
corpses here rereals-a pair of small belt 
pouche: 
while the other contains 4 ep and a tiny 
zz worth 10 gp. 


One pauch contains 23 ep, 


green qua 


Fighteen years ago, an elf explorer fell 
n to one of this dungeons numer- 
s dangers, stumbling al the way tothis 
aber belore he perished, Written in 
“elven onthe wall sbove the adventurer is 
“the phrase, “Beware yellow mold.” 
‘Treasure: While most of his gear has 
rotted away, his masterwoxk longsword 
‘and spelibook still remain, The spell- 
‘book contains the spells detect magi, 
magic missle, and sleep. 


47, ALCOVE, 


A ciyatal statue stands in this alcove, bear- 
ing.a striking resemblance to Bargle. The 
statue glowers out at any who would pass 
beyond itto the stairs leading down. 


“The statue is heavyand ofl 
‘The stairs descend to area q9. 


48, RAT DEN (EL 3) 
One comer of this small, unused chamber 


isanestoFtoin bits ofcoth, old bones, and 
broken weapons. 


‘Creatures: A host of dite ras nest inthis 
chamber, scavenging from the kobolds 
for food. They ruch out from their nest to 
attack ifdisturbed in any way, 

‘Dire Rats (4): ip 5 each, Monster Man- 
al 6. 

‘Treasure: Hidden in thebottom of the 
dire rat nest isa finely crafted masterwork 
cold iron shortsword. The weapon ean be 
found vith a DCs Search check. 


LOWER DUNGEON 
Originally a small subbasement of 
Castle Mistamere, this level has been 
preatly expanded by Bargle. All of the 
creatures on this level are loyal to him, 
‘rectuited specially to guard him and his 
‘work; Unless otherwise noted, all of the 
‘walls, ceilings, and floors of this level 
“are made ffom stone masomty and all 
the doors are made of strong wood. 
fone of these doors are stuck, and few 
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are locked. Most of the chambers are lit 
bysputiering torchesor simple lanterns 
hung fiom the ceiling. 


49, GUARD ROOM (EL 3) 


This small chamber bears a stene bench 
along the far wall. A single door exits this, 
chamber, while 3 passageway leads to stairs 
going up. 


The stairs in this room rise up to the 
first level of the dungeon, endi 
avea 47: 

Creature: A single opre guards this 
room and is under orders to slay 
anyone otherthan the kobolds or Bargle, 
himsell: [Phe deteets intruders, the ogre 
bellows a warning tothe ogresin area 51 
and attacks 

Ogre: hp 29; Monsier Manual x99, 


50, OGRE BARRACKS (EL 3) 


this chamber features a pair of gigantic 
beds, one of which is occupied by 2 
sleeping figure. 


large 


Greature: Unless the alarm has been 
raised, this chamber containsa sleeping 
‘ogre whose loud snores give him a 
penalty on Listen checks If warned, he 
is instead only pretending to be asleep 
and springs up to attack the momeat any 
character draws within reach. 

Ogre: hp 29: Monster Manual 109. 

‘Treasure: The ogres keep their meager 
‘belongings in this chamber. Underneath 
one of the beds ée.a hrarskin bag contain 
‘ing 4oo gp anda fine silver candelabra 
worth so gp. 


51. OGRE DEN (EL6) 


A gigantic table sits in the middle of this 
room, with huge tree stumps around it for 
chairs. The carcass of a lange boar rests in 
the center of the table, flies buzzing meilly 
around it. 


‘his room is the primary den fer 
Rargle’s ogres. Three of the brutes are 
‘here most of the time, esting, drinking, 
‘or gambling. ‘The table in this room is, 
nearly feet high and Medium or smaller 


gain cover from the ogres. 
Creatures: if warned of the 


and must standup and draw their Wea 
ons on thefirst rotind of combat, 
Ogres (3): hp 29 each; Monster Ma 
ual 199. 
‘Treasure: Aside fiom the 5 gp 
y each ogre, one of these ogres wear 
silver amulet with a "BT inscribed on 
‘the front. The amulet is worth 25 gp, but 
more importantly anyone wearing itis 
ot attacked by the statues in area 93 oF 
area 59. 


#2, STORAGE 
| 
Large erates; sacks, and barrels are stacked 
in this small roam. A wooden dot in the 
southeast corner stands ajar. 


‘This chamber is used to store all of — 
Barple's stolen provisions, and contains | 
2 secret door requiring a DC 30 Search| 
check to locate. Behind it is a small 
chamber hiding another secret door 
which also requires a DG 30 Search — 
gheck to locate. Inside this hidden 
chamber is a small sack containing 56 
gpasa ruse togetintruders totum back | 
before finding the second door. | 


53, TAPESTRY ROOM (EL 2) 


Car. | 
wall of this room, all but obscuring a small — 
passageway behind it. The tapestry depicts | 

looming like a giant aver the rains | 


e Mistamere with all the surround- 
dds set ablaze. | 


‘The tapestry hangs just 2 foot above: 
the floor, making it nearly impossible 
to bypass it without disturbing it, The 
tapestry radiates modezate dlusion and 
transmutation magic. 

Creature: Bargleset up this tapestryto 
stop would-be intruders, Ifthe tapestry’ 
is touched without first saying “All Hail) 
Bargle,’a6-foot-tall crystal statue in th 
likeness of Bargle steps forth fom th 
tapestry and altacks while a magic mouth 


EN 


try Weighs 150 gold key used to disarm the trap in 


spell pla it cries out, “Who dares Treasure: The tap 


invade my fr nourtds and is worth 56. 

LIVING CrvsTat Statues (2) CR2 54, ALTAR 56 BLADE TRAP (EL 4) 

NN Medium construct e 

Init=1; Senses darkeiso low-ligh cen f this raon 3 plain-look 
sions Listen-+0, Spot + ach eT th 

ACTS, flat-footed 16 altar isa paint mere: 

hp 42(¢Hv) inkets and o ad araunc s column hides tar 

Fort 11, Ref 0, Will <1 at spring oul if anyone ente 

Spd 30 & ——————_ room. Tiny keyholes on the wall 

Melee 2 has time to have an north and south corridors both allow 

Base Atk +3 hi all of his minions, trap to be disarmed, and can be found 


k. The trap can 


Abilities Str 18, Dex®, Con — Int y them to make witha Dc 
10, Cha 10 offerings here for him to claim later. be disarmed 45 Open Lock 

SQ ance, construct tats The doo: h out of this check or by using the key from th 

Skis Disguise hamber is and requires a DG pouch in area 55 


Spring Blade Trap: CR 4; mechanical; 


25 Oper 
Treasut 


Carved Appearance (Ex) A crystal li 


leave few location trigg reset; spring 


things of true value here on the altar, ing blades (Atk 41 blades pe 
Currently there is 28 cp, 15 sp,and 4 gp target for 18+ cach); multiple targets 
pread around the altar, along with a (ali targets in the room); Search DC 


» ballin, 


y are carved to resemble frcure light wounds 


ngersanda potion Disable Device DG 20 


(atleastin appearance) the dead rat,t 


This bonus does not apply if the statue AT, RUINED STUDY (EL 3) 
red to speak oristouched. Once 58. GUARD ROOM (FL. 3) 


dian areid 


il Dustiand wer two chairs arranged 


pearance ‘This toomaandits g 


to area 49, save that 


ont ¢ place on the south 


cannot be ogre posses: 


LOOKING FOR A LITTLE % LOOKING FOR SOMETHING 


BESIDES DRAGON 


INORE IMPACT I be cei ary mo: ps 


FROM YOUR POSTER? ¢ andl we hindle custom requests! 


graphics are just the ching! 
Just peel and apply co your wall 
Customize your dragon's sie & color 
‘to create your very own! 


oar 
ee 


www.MYTH-MASTERS.com 


KILL BARGLE 


wall of this room, A faintly flickering torch 
ig the only light source here, mounted on 
the north wall 


‘This chamher was once one of Bar- 
gle's studies, but since a pair of shad- 
‘ows moved in, he no longer uses it. As 
4 result, the roar has fallen into dis- 
repair, The staircase to the west leads 
up, ending south of area 33. 
Creatures; While the shadows are 
on friendly terms with Bargle, they 
attack any other creatures who enter 
this room, pursuing them as far north 
as areas 55 or 58 if they fl 
‘Shadows (2): hp 19 each; Monster Man- 


val 223. 


Treasure: On a table between the 


two chairs is an old book, forgo 
itled The Flow of Fear 
and Flame, the tome covers all sorts 


here by Bargle. 


‘of magical theoties and gives 2 +2 
circumstance bonus on Knowledge 
(arcana) checks if referenced 
worth 4oo gp. 


It is 
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98, PIT TRAP (LL 4) 


#9. STATUE GALLERY (BL 6) 


/Alatge stained rug covers the center of this 
otherwise empty chamber. 


The door on the north side of this 
room is locked, requiring DC 25 Open 
Lock 


ck ta, open. The one-way door 
in the west wall of this chamber can be 
found with a DC 
cannotbe opened 
Trap: The center of this room con- 
tains alarge pittrap, designed to open 
when more than 200 pounds of weight 
lied to it, The rug is affixed to 
the trap deor, Once sprung, the trap- 
door closes one round later, trapping 
those in the pit inside. IF open, the 
trapdoor can be kept from closing 
with a DC 15 Disable Device check. 
Pit Trap: CR 4; mechanical; location 
trigger; automatic reset: DC 20 Reflex 
save avoids; Go fl. decp (6d6, fal); mul 
Liple targets (all targets above the pit) 
Search DC 25, Disable Device DC 20. 


arch check, but 


com this side, 


Six statues flank-this long hallway, threeto 
aside. Each one appears to be Bargle; lis 
hands raised asif casting a spel 


Creatures: Four of the statues in Huis 
long hallway are erystal living statues, 


They move to attack only when a char 


acter reaches the middle pair of normal 


statues, ADC 
movement befb 


ck notices their 
re they strike, avoiding 


surprise, 
Living Crystal Statues (4): hp 42 exch, 
see page 29. 


60, CHAMBER OF DOORS (EL5) 


Four doors lead out of this rectangular 
chamber, ‘wo ta the south and one each 
to the east and west.A booming volce ells 
cout from the center of the room, “Foals, 
you have entered my inner sanctum, Guess 


correctly and you might live to face me." 


This chamber con 
more dangerous traps. Three of the doors 


ins one of Bargle’s 


in this room are one-way, meanin 


can be opened ftom inside the room, but 
nat ftom the other side, Behind the south- 


ern doorsare identical empty ross, large 
enough to holda single Medium creature 
Nothing happens in these rooms until the 
doors leading into them are closed 
When the 


x secret door reveals 


oor to the east is closed 


self and opens, 
Jeading to area 61, the lair of the dop- 
pelgangers. The door leading into this 
room cannot be opened until the secre 
door is closed. The seczet door can be 
detected with a DC 20 Search check 
When the door to 
rooms closed, anyone inside this cham: 


the southeastern 


ber is instantly teleported to the center 
of area 58, possibly causing them to fall 
into the pi 

When the door to the western room 
is closed, a secret door reveals itself 
and opens, leading to area 63, the fake 
throne of Bargle. The door leading into 
this room cannot be opened until the 
secret door is closed. In addition, trap 
doar in the ceiling opens the moment 


the secret door is closed, dropping a 


uman skeleton into the small room 
aud making it look like the unfortunate 
explorer was slain. The secret door and 


the trap door can be found with aDG5 
Search check 

Creature: When the door to the 
trap 
g, dropping a 


oom is closed 


scout 


¢ jelly into the room, Due to the 
tight space, the ochre jelly gets a +4 
le checks until the 


trap door can be 


door is opened. Th 
found witha DC 20 Sear 
Ochre Jelly: ip 69; Monster M: 


61. DOPPLEGANGERS LAIR (EL 5) 


Creatures: This room is the lair of 


pair of doppelgangers, When the secret 
Joor fom area 60 is opened, a small 


bell rings here, alerting them, The 


quickly go doyn the hall to investi 


both 
Both speak 


gate 


‘aking on Bargle’s form. 
1 intimidating and con- 


descending tonesas they battle intrud- 


ers. Tf they mat 


characters, they quickly assume their 
victim's form and go to meet up with 
he P 
when facing the teal Ba 
Dopplegangers(2}: hp 
Manual 67 
‘Treasure: Un: 
is a small chest c 
costume jewelry worth 100 gp (although 
it appears to be worth mnch more to 
anyone failing a DC 25 Appraise check), 


he rest of s, only to betray them 


Monster 


neath one of the beds 
ntaining 206 gp # 


62, FAKE BEDROOM 


op a feather 


ated oak chest, and a finely made table 
-overed in books and maps, 
‘This chamber is made to appear like 


Bargle’s bedroom, Inside the ches 
a number of 


robes sized for a human, an extra pair 


which is unlocked, are 


of leather boots, and a pair of potion 
ils While both are labeled “extn 
ig theyin fact contain a deadly poison 


arsenic, DG 43 Fortitude save resist: 


Gon)id8 Con} which can be identified 
witha DG 20 Craft alchemy) or (poison- 
making) check 

Atop. 


table area number af rather 


mes concerning gardening, 


skirmish warfire, and po 


tics (none of 


which interest Bargle much), The maps 
are simple sketches of the region. 


‘Treasure: The only real thing 


in this room is the sill: bedding, which 
is worth 50 gp. 


63, FAKE THRONE ROOM (EL3) 


On the dais stands the imposing fig- 
ure of Bargle, who glares at 
with contempt and asks, ‘Who dares 
Hhty Bargle? You shall 
pay for your insolence?” 


he party 


There is a locked secret door in the 


Avoid the confusion of 
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Bargle 


south wall of this room which can only 
be found with a DG 25 Search check, 
DC 25 Open Leckskill check opens it 


Creatures: This is another doppel- 

‘op 
peleanger starts combat by pretending 
to cast a protective spell on himself 
(using Bluff) before moving in to 
allack with his dagger (Atk +6 melee, 


anger, taking Pargle’s guise. The 


idgin). If the doppelganger manages 
to defeat one of the PCs alone, he 
assumes the corpse's form and hides 
the body with the real Bargle in area 
65, If he is about to peris 
pelganger drinks a potio 
and flees the room, heading back 
through area Go. 

Doppelganger: hp 22: Monster Man- 
ual 07. 

‘Treasure: The fake Bargle's robes 
copies, but his dag~ 


the dop- 


‘invisibility 
at 


and ge 
ger is masterwork, He also carries a 
potion of invisibility, unless he already 
drankit. 
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64. FAKE TREASURY 


|ron chests sit on the floor of this smal 


ream, both of which are open, displaying 


di 


ing wealth inside. 


‘Treasure: Bach chest contains 
ep painted to look like gold coins. Any- 
handling the coins can attempt 
1G 45 Appraise check to notice the 
forgery. Close inspection of the loo: 
th @DC 20 Search 


Atop the piles of coins 


reveals the frau 
check as 


are @ pair of crystal wands worth 10 
gp each, a dozen glass vials contain. 
ing colored water, and a gold-painted 
helm, Despite their appearance, none 
of these item: 


magical 


65, BARGLE’S THRONE (EL 7) 


rhe heavy stone door swings open to reveal 


nber more opulent than the last: On 


ide of the roam acressa placid poo! 


sits a marble throne bedecked with glitter 


Ing jewels ato 


This is the real throne room 
‘The pool in the center of the toom is 
ten fect deep and quite cold. Bargle’s 
throne is carefully weighted on tracks 
that allow itt 
of one gemstone on the thrones left 


ideaway with the touch 


arm (asnove action), ‘This reveals a long, 
dark, winding passigeway that ends in 
the mountains behind castle Mistamere. 
jus 
that eases the throne to slide bacle inta 


inside this tunnel is a pressure plate 


place immediately. 
Creature 


itting on the throne is Bare 
ale the Infamous, his hand gently strok- 
ing his long black beard, By now, he has 
probably been warned multiple times of 
ve 
whenever fi 
area 63 is opened, alerting him to the 
presence of intruders and allawing him 


approach, and a small hell rings 


e secret door leading into 


to preparé and tastall af the spelis noted 
he says, “I see you 
rough all mye 


When the PCs arrive, 


have finally pierced 


Tshould have known fools such as you 
not s0 easily tricked. The reward for 
your devernessis death? 


Bante CRT 
Male human wizard 7 
CE Medium hurranoid (human) 


Init 42: Senses Listen 1, Spot 


Languages Comman Draconic, G 
4015, touch 13, 

hp 197 HO 

rt 2, Ref +4, Will ++ 
id 30 
Melee +1 dogger +3 (244 
Base Atk +3; Grp +7 
Combat Gear pation of cure moderate 


jis-20) 


wounds, potion of gaseous form, scrall of 
‘Spells Prepared (CL 7th) 
ath—wal offre 
37d dispel mogic, fireball (OC 16), hole 
person(DG 3) 


iam person (DC 1 
ss 
nis; desect magle, mage hand, 


o-dancing 
read magic 


dy cast 


Abilities St 
8, cha 14 


Dex 


$Q summon fariliar(nons) 
Feats Deceitful, Craft Wondrous i 
Esthew Materials, Pers 


Scribe 


Scroll, Spell Focus fen 
Skills Bluif+9, Con 
Diplomacy +4, Disguise +6, Forgery +5. 
Intimidate <6, Knowledge (arcane) +1 


hantment) 


ration +10, 


Knowledge (history) +8, Knowl 
+46, Spellerafl +15 
Possessions bracers of wriror +2 +1 dagiles, 


ting of protection +2 

Tacties: In combat, Bar 
scroll of summon inonster ¥ to call a 
Medinm water elemental to the pool 
to protect him. He then casts his most 


powerfil spells fir 
uffireto divide the group and following 
it up with fireball. He moves about on 
his dais, levitating once the PCs drew 
tno close, but never moves away from 
his throne, If dropped to 5 hit points 
or less, he presses the button on the 


starting with wall 


throne’ 


left arm and steps into the 
funnel (causing the throne to slide bark 
into pl 


e), If prevented from doing so, 


he drinks his fotion of gaseous form and 
seeps through a crack into the tunel 
behind the throne. 

Development: 
escape the 
the PCs might try to follow him. 


Should 
ugh the secret tunnel, 


Bargle 


Finding the eight gemstone to trigger 
the throne requires a DC 30 8 
check, although tria 


and error 


it in 2d6 minutes, 'The tunnel leads 


THE PORTENT 


to the lair of 2 young red dragon 
named Venthavaxus that Bargle has 


d. The beaten magic-user 
might try to get the dragon to fight 
the PGs for him, or he might simply 
fly away, only ta seck 


vengeance 
another day, but further exploration is 
beyond the scope of this adv: 


ic from Bavgle's gear 
one is spotted with various 
jewels, including 


worth 10 gi 


red quartzs 


worth 50 gp each, 5 red garnets worth 
100 gp each, and a single ruby worth 


66. BARGLE'S BEDCHAMBER 


The feather bed in this room is covered in 


the finest silk sheets and pillow: 
ide is a polished 


a single lit candle. 


one (ood table beating 


Dn the ether side ie a 


stout iron chest 


This chamber is Bargle’s personal bed- 
room. He spends much of his time here 
dreaming of firture conquests and even 
greater power. 

Treasure: The firrnishings in this 
chamber are quite fine and worth 300 


gp. The chest conta 
It is locked and ein be openeé with a 
key hanging from Bargle’s helt or with a 


he true treasures, 


DC3e Open Lock skill check. Insidcis « 
smal bag containing 200 pp, 

with 500 gp, and 
ttio of pearls worth 1c0 gp each. These 


yer 
a tiny coffer holding a 


sit atop spare robes, boots, and other 
clothes. The chest has a false bottom that 
can be found with aDC 
once the chest is empty. Inside is a pair 
of gauntlets of ogre power, a rope of climbing, 
awandofhald person (ea charge 
potions of eure moderate wounds. 


earch cheek 


andl two 


CONCLUSION 

After the PGs handle Bargle, the coun- 
cil of the town of Threshold is much 
relieved. The group iy paid the full 
bounty of 1,000 gp if they kill or cap- 
ture Bargle, but only half that amount 
if they simply érive him away. Unless 
slain, Bargle soon escapes from his 
prison cell, only to plot his reves 
the PCs ata later date. Bargle is not 
a magiccuser to he teifled with, and iF 


allowed to live, he goes to no end to see 
his enemies punished. d 


“This adventure 
ine. as the first 
st charaeter, an 


Jason Bulmahn say 
holds a special lace fa 
one I ever played, My | 
elf named Thaltin, died in the dining 
le inspecting a tin plate eovered 
in yellow mold after nearly succumbing to 
the harpies' song. In almost all cases, this 
adventure only uses monsters, spills, magic 
items, and treasure from 
Game, with a few pulled from the Expert 
Rulebook and more modem sources. Spe= 


hail w 


ie original Basic 


Gul thanks o out to Gary Gyyax, Dave 
Arneson, and Frank Mentzer for mak= 
ory rulebooks sa fien, 
entrancing, and addictive 


ing these introdu 


by Peter Bergting 
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sh falls on Shara, In the frozen 
infemo has consumed the 


lower quarters of the City of Towers 
Like the tainted Iungs of a dyt 
dragon, the belly of the city has blasted 
the lofty spires with a poisonous cloud 
ofash aud soot, Te make matters worse, 
the city is locked in a blizzard, tainted 
by the smoke and transformed into a 
black storm of doom, ‘The end c: 
be far behind, its coming foretold in the 
wwices of the ravens that feast o 
flesh of the dying. But for 


merely a backdrop, a stroke of 


nnot 


the 


¢ Raven, 


ston 
luck that that makes the perfect setting 
tt will be a tale 


for his greatest work. 
of love. 
and murder, 

“Quoth the Raven” is an adventure 
of murder mystery and dark horror for 


treachery revenge 


Sth-level PCs, This adventure is a sequel 


to ‘Chimes at Midnight” in Duncron 
#135 and is also set in Sharn, the illus- 
trious City of Towers in the Enrw 


Campaign Setting. As the adventure is 


4 murder mystery, yeu should read it 
carefully b 
fumiliary 


to be 


ore running it so 
its twists and turns, 


ADVENTURE BACKGROUND 
thas been atough wint 
of Sharn, Iwo weeks past, a'm 


forthe residents 


ne Cogs spawned a 
unprecedented proportions, Ashblack 
and Blackbones continue to bua bright, 
their foundries fueling the sp 2 
flames, The inferno still rages below the 


city, and the fire brigade, the watch, and 
battle the blaze 
md day, Plumes of smoke choke 


most of Sharn's mages 
night 
the sky and black snow falls in torrents 


from tainted douds. The city is blanketed 


bya cold darkness, 


Amidst this chaos 
Week 
tales of grisly murder beg: 
at the offices of the Shern Inquisitive 
Hair-raising and horrific, these manu: 


new killer stalks 
anonymous 


the populace a 


scripts quickly grined wide 
amongthe readership, Howe 
became apparent that th 

s of fiction, the fans! dc 


ries 


tured to gruesome fascination born 
out of dread, 

Two dead in ag many weeks, and this 
killer, who c lf the Raven, isonly 
getting started, His first work, 


Blood,” ended with the exsanguination 


hin 


les in 


of a professor of literatui 
University. 
hhusk wes found slumped at his desk, his 


t Morgrave 
The professor's drained 
epitaph scrawled in his own extracted 
bleod. "Demise of the Cowardly Shifter” 


conclude 
beasthide shifter named Mange, The 


With the death of a spineless 
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OTH THE RAVEN 


‘shifter's body was foundin an abandoned 
silvershop in Cassan Bridge called Shin- 
ing Star Silver where his killer poured 
molten silver over his head, freezing his 
face into a silent scream, 

‘The Raven sends his tales to the 
Inquisitive piecemeal in six fragments, 
cach offering clues to his identity and 
that of his prey, Each fragment describes 
the stalking of his “muse” and prepara 
tions for their demise. The sixth and 
final fragment culminates in the story's 
climax, yielding the blood-scaleed details 
of the vietim’s grisly end, 

Already overburdened with the fires 
raging through the Coge, the Watch lacks 
the manpower to hunt the Raven, Now 
the first fragment of the killer's next 


work, entitled “Stars in the Darkness 
has appeared in this morning's edition 
of the Inquisitive. The city braces for 
more bloodshed. 

But the grim truth behind the Raven's 
4illing spree isdarker than a simple hom- 
icidal frenzy. His targets seem random, 
but there isa method to his madness, and 
the pattern ofhis murders leads to the 
PGs themselves, Behind the scenes, an 
ld enemy of the UCs bas become their 
nemesis: Viktor Saint-Demain, his body 
broken, his sanity demolished, and bis 
hunger for revenge as strong as ever. is 
the real mastermind behind the Raven's 
filing spree, 

A few weeks afler the PCs toppled 
him from the bell tower of the Temple 
of Aureon, Viktor found himself locked 
in Kervasi Asylum for the Criminally 


Insane in Black Arch District, more 
commonly referred fo as “Fiell’s Heart,” 
there to spend the zest of his dismal 
days, Impotent rage festered inside him, 
but Viktor coated his exterior inaveneer 
of repentance: The inquisitive eventu- 
ally convinced the warden to allow him 
to tutor former students via corespon- 
dence from hiscell, Viktor chose his-pro- 
tégé careflly. 

‘A young man named Corbin Eldridge, 
abused by his alcoholic father before 
being turned out on the streets when the 
man drank himself to death, had been 
a pupil of Vikior's during his days as a 
celebrated inquisitive, when he yolun- 
tecred his time teaching Gate of Gold's 
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downtrodden children. Corbin bore the 
unmistakable stamp of genius, potent 
abilities developed over the course of his 
years on the mean streets of Sharn, and 
amind stayed enough by society's abuse 
to prove suitably delinquent for Viktor's 
fell puzpose. 

Saint-Demain wrote to the youth, 
whom circumstance had deposited 
in a janitorial position at Morp 
University, es he might sit 
erature classes. Corbin aspired 
to dreams of literary greatness until a 
prickly professor scorned the young 
man, kicking him ont of his classes. 
Vildor supplied a sympathetic eye to 
the boy's rage-filled letters, preying on 
Corbin’s distirbed mind and steering, 
him to shaw the world his talents by 
murdering the professor and chroniding 
it in beautifully erafted prose. The Raven 
J of Share: through 


swats born, a dark sn 
whom Viktor could exact his revenge, 

Black snow falls. The Raven's plans for 
the party are now close at hand 


ADVENTURE SYNOPSIS 
‘The PCs learn of the Raven's killing 
spree and are asked to examine his lat 
est manuscript fragment in hopes of 
stopping the madman before he kills 
again, 'The manuscript leads them to 
Mordreia (stage name *Star"), an elven 
vixen who table dances at the Glitter- 
dust, a watering hole favored hy adven- 
turers bound for Xen‘drik and other 
exotic locales, Shadowing or protecting 
Mordreia, the PCs are led astray by a 
forsner boyffiend stalking the dancer, a 
‘Valenar elf she brushed off some time 
ago named Jalzos Takrain, After clash- 
ing with Jalros, the PCs learn the reason, 
for his dlandestine surveillance: he has 
sensed asinister presence following her 
movements over the past few weeks. 
The second piece of the Raven's 
smanuscript leads the PCs to a mourn 
ful wasteland of decommissioned light- 
nhing rail boxcars on a lonesome stretch 
of muddy ground in Cogsgate. Here, the 
PGs élash with early warforged, most of 
them in the same sad state of decay as 
the menagerie of defective, damaged, 
or abandoned lightning rail carts they 
patrol. After avoiding or destroying fhe 


warforged guardians, clues in the Kaver’s 
‘writings lead the party toa coach of three 
sliughter-earts whose sides of beef are 
tninted with disease. The PGs find more 
than beef hanging on the carts’ chains, 
discovering the dismembered remains 
0f Mordreia, her flesh peeled away from 
‘meat and bone A kyton sersitor of the 
Raven attacks (animating chains bearing 
maggat-inibsted sides of beef), and the 
PGs find a blood-soaked parchment afler 
the ffay. The third fiapment of the mam- 
script describes the death of Mardeeia in 
‘horrid detail, and also makes his teal tar 
get clear. The PCs are his prey 

From there the PCs reust track down 
the Raven hefare he brings his deadly tale 
to.a close. Ifthe PCs retum to find" 
decia/"she has fled. She 
‘Vsinn the changeling, a dangerous ren- 
egicle Tyrant and former associate of the 
‘uns Viklor Saint-Deraaiay, The party 
ytryto decipher the identity oftheman 


sone other than 


n 
behind thenomde piumeby investigating 
the Raven's past killings, "The clues lead the 


PCs straight to Viktor Saint-Demain, and 
Hhe PCs journey to Hell's Heartto confront 
their ald adversary. 

With precious litte time left, the party 
plays 2 deadly game of cat and mouse, 
doing their best to wrest Viktor's plan 
fiom the cagey crimind mastermind, 
"Whe final showdown takes place in the 
old ity Archives in an abandoned see- 
tion of the High Walls refi 
‘wherethe Raven holds the party's friends 
and relatives hostage 


district, 


ADVENTURE HOOKS 
This entire adventure revolves around 
your party, Here are a couple of ways 
to pull the wool over their eyes at the 
outset and make them think they're on 
the outside of these bloody murders 
ooking in 

Tam the Law: The Sharm Watch is 
fits! end containing the fires in 
Ashblack and Blackbones before they 
spread upward and engulf lower Dura 
as well, The rampant looting nd rioting 
accompanying the flames ensures they are 
short-stafled. Ifthe PCs are well known 
for thelr heroies in Shas, they may be 
approached by the Watch and deputized 
into a-spécial task force dedicated to 


abi 


hunting down the Raven. This gives the 
party the chance to flash a bidgeand have 
lawand order on their side, 

Nowhere Left to Turn: Mange is a 
cowardly shifter and former lickspittle 
of Viktor Szint-Demain. He realizes 
he ie being hunted by the Rayon when 


ee 


erates ther tone waren afte 


itor Re a6 olsen 


2 


he reads episodes of the Killer's latest 
story. With nofiends to tum to, Mange 
instead contacts the PCs, offering to 
‘urn himself in if they will put him in 
protective custody, By the time the PCs 
receive his message he is already dead, 
and the party finds his bodyat the scene 
of his murder in Shining Siar Silver in 
Cassin Bridge. 


ONCE UPON A MIDNIGHT 
DREARY 

Once the PGs take an interest in the 
Raven's Killings, thelr frst task is iden- 
lifjing his latest prey. ‘The first fragment 
of “Stars in the Darkness” contains 
several claes, Anyone making a DC 25 
Knoviledge (local) or Perform (dance) 
check gleans hints pertaining to the 


nightelub Glitterdust in the 
fragment, ADC 45 on cither check means 
they know adancer there, named Star,an 
clen woman of such incredible beauty 
that men yo weak at the sight of her, 


anuscript 


BLACK WINTER 
‘The skymages usually see to it that 
Shamn'swinlers stay mild. However, with 
fires raping in the Cogs, Sharn’s City 
Council requisitioned the skymapes to 
help deal with this catastrophe. Without 
the skymages asserting their power over 
the elements above, a blizzard descends 
on Sharn, What's worse, the coal-black 
smoke rising like an angry shade off the 
burning Cogs taints the storm with poi- 
sonous vapor. Soot and snow fill as one 
from the heavens, plunging the entire 
city into darimess. Nostorm like this has 
been experienced before on Khorvaire, 
and many residents of Sharn believe itis 
the sign ofan oncoming apocalypeeakin 
to Cyre’s Day of Mourning. 

‘The sim cannot pierce the storms’ dirk 
shroud, and the only light throughout 
the city comes fiom its everbright lan- 
tems. 'The black snow alsa reduces the 
effectiveness of even this light source, 
cutting theirarea ofiliumination in hal 
The entire tity suffers fiom constant 
snowfall, severe winds, and bitter cold 
(Dungeon Masters Guide page94) through- 
outthisadventure. Inaddition toa com- 
mon blizzard, the blackened snowy aud 
flosting ash threaten to choke anyone 
moving about the city, Every hour spent 
out of doors a PC must make a DC 15 
Fortitude save or suffer 146 nonlethal 
damage from. the choking black soot. 

Many places of business haye shut 
their doors against the toxic storm. Rag- 
wearing prophets, their shaggy manes 
oF wild hair laden with frozen ash and 
their faces blackened with soot, roamthe 
streets crooning, "The Doom of Sharm is 
at hand” and “the Second Mourning is 
upon us. 


‘we shall pay for our erimes of 
blood!” Apocalypse lurks around every 
corner, The Raven's killings only add 
to this growing sense of menace, and 
the atmosphere of Sharm is thick with 
fear. This sense of onmushing cataclysm 
should build slong with the action ofthis 
adventure, and the storm (as well as the 


VIKTOR WHO? 
IF your party did not play “Chimes at 
Midnight" some revision is in order 
‘to make “Quoth the Raven” enjoyable 
for them. The easiest fix is to replac 

Vikior Saint-Demsin with your party’ 

nemesis and concoct 3 past connec- 
tion between this evil NPC and the 
Raven (akin to Viktor's connection to 
the killer). Ifthis nemesis is a large in 


your campaign, simply design a short 
adventure or encounter where the 
scan be felled or captured. 
Vv hain 

Micnight," do not fear. Saint-Demain 
\s aman of means, and he no doubt 
secured an expensive contract with 
House Jorasco to raise him should he 
fall returned to life and then 
shipped off by the authoritiesto Hell's 
Heart. If Vrinn perished as well, the 
changeling could either be raised in a 
similar fashion, or you may substitute 
a different changeling operative, per- 
haps.a member ofthe Tyrants hired by 
the Raven to serve as a patsy 


ar Was "Chimes at 


raginginférno in the Cogs) should imten- 
sify as the FCs move towards “Quoth the 
Raven’ climax. 


STAR OF THE GLITTERDUST (EL 10) 
One of Sharn’s finest nightslubs and 
a hotspot whose clientele ranges from 
dragoumarked scions and young nobles 
ofShar’s oldest families to underworld 
crime lordsand rough adventurers Glit- 
terdust is a den of vice and temptation 
located atop Mark's ‘lower. Gorgeous 
dancers of both genders and most races 
sviay alluringly below the red everbright 
globes as Brantby and the Jumping 
Horns (the club's resident band) fils the 
place with wild music. 

Brelishglas-andnor 
ally overlooks the breathtaking skyline 
of Shamn’s cityscape, Nowy, with the city in 
the clutches of Black Winter, the glass is 
clinging soot, and falling 
ash obscures the glorious towers beyond, 
‘Vachel Thrace, Glitterdust’s owner, pays 
anaccomplishedillusionist to tercen the 
glass wall with a phantasmal skyscape 
‘identical in appezrance to Shams heffre 
the Black Winter began (the ultimate 
testament to wealthy residents’ability to 
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ignore horrible events that impact the vest 
ofthe city's populace). For amore detailed, 
account on the Glitterdust, consult pat 
$0-a1 of the Explorer's Handbook, 

Creatures: Mord 
Kidnapped a week ago on her way home 
in the deep of night, the elven dancer is 
being tortured to death over the course 
of days in Orien’s Graveyard. Vrinn, the 
treacherous cycloptic changeling the PCs 
encountered in “Chimes at Midnight)"is 
at the club inher stead, dressed to kill in 
Mordrefs’s alluring form, 

Keep in mind that the Pi 
no reason to suspect Mordreia is an, 
‘imposter. Ifyou wish to allow them Spot 
lor Sense Motive checks against Vrian's, 
Disguise check, do it in secret so as not 
to provoke the party's suspicions. Vrinn, 
plays his role with puissance and draws 
npon Mordreia’s repatation for being. 
suspicious of strangers to treat the PCs 
‘with disdain and throw trouble their 
way. The nightclub security consists 
of several burly hobgoblin bouncers in 
lack ghimersuits, and an ogre cooler 
named Urusk: 


ais not at the club. 


have 
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rusk enjays his position as 
hhead of security at Sharn's 
sharpest club. The brute 
dresses the past, wearing a 
fine brocaded cloak over his 
armor and aruby-studded ring 
om one of his tusks, He nurses a 
crush for Star, and if the PCs 
approach Vrinn while he is 
performing in the club, the 
changeling rebukes them 
and creates a scene to draw 
Urusk’s interest, Thi 
snaps his fingers and four 
of the black glamersuited 
hobgobiins fall in at his 
heels as he strides up to 
challenge the party and 
“escort them out! 
Hobgablin Bormncers, hob- 
goblin fighter 5 (4): hp 47 
each; Dungeon Master's 
Guide 7 with the fol- 
lowing changes: ‘The 
hobgoblins wear +1 gla- 
meted breastplates, and carry no shields, 
Switch out Exotic Weapon Proficiency 
(bastard sword) for Improved Unarmed 
Strike, and change their Weapon Focus 
and Specialization to unarmed as well: 
‘AC 19, touch 42, flat-footed 16, Melee 
unarmed +9 (1d3#5)- 
Urusk, CN ogee barbarian 4: bp 79, 
Monster Manual 199. Urusk’s carries a +1 
rmerefui greatclub, 


ogre 


MORDRELNS DOUBLE (EL 10) 
Vrinn isa crazed changeling and former 
“Tyrant who specialized in larceny before 
‘Viktor Saint-Demain apprehended him. 
Months later, alter Viktor was denied 
admittance into the Warning Guild, the 
inquisitive spring the changeling to aid 
in his plan for revenge. 

Life on the outside has not tn 
Vrinn well. The Tyrants did not take 
his defection from their secretive cabal 
lightly. The doppelgangers hunt Vrinn 
without rest, and he avoids detection by 
constantly shifting disguises. ‘The first 
time Vrinn received a message ftom the 
Raven, he went deeper underground 
hoping the crazed killer would lose hin, 
The Raven proved too canny to evade, 
and threats of being skinned alive and 


ited 


fed to the crows eventually persuaded 
the changeling to aid him. 

Yrinn has never been sound of 
mind, believing (mistakenly) that 
he is descended from the cyélopic 
tivilizations of Nen‘drik, but he 1s one 
cof the most skillfil impersonators in 
all of Sham, Vsinn studied Mordreia 
in secret for weeks in preparation for 
this role, and adeptly keeps the PCs 
spinning their wheels while the Rayen 
tortures the real Mordreia to death in 
Orien's Graveyard. Veinn ix aware of 
Jalros Takrain’s stalking of Mordreia 
and pretends to be terrified of the 
‘Valenar ranger. 

If the PCs do not notice Jaltos 
shadowing Mordreia, the changeling, 
points it out subtly via hints like, “I feel 
like I'm being watched,"and “Sometimes 
the shadows on the rooftop across the 
street seem alive” 

If Vrinals disguise is compromised 
at any time, he flees, While he is 
impersonating Mordrela, Vrinn knows 
nothing beyond his part asa dupe in 
the Raven's schemes, He does not 
kaow about Orien's Graveyard, or the 
Raver's plans at the Old City Archives, 
If captured he can only protess his 
déep-seated fear of the Raven. During, 
this part of the adventure Vein does nat 
carry his weapons or armor, 


Yaunw CR IO 

[Male crangeling rogue 10 

CE Medium humanoid (shapechanges) 

Init-+5; Senses Lsten +11, Spotl 

Languages Common, Halfing 

‘AC 23, touch 15, flat-footed 18; improved — 
uncanny dodge 

hp 47 (10 HD) 

Fort +4, Ref +12, Wil <3 (<5 vs. sleepand 
chara); evasion, slippery mind 

Sak. | ee 

Melee +3 icy burst dagger +15/+10 
(4dt42/19-20 plus icy burst) 

Base Atk +7; Grp +6 

Atk Option sneak attack +5d6 

Combat Gear petion of nondetetion (2), 

ition of shield of fatth (4) 

Bbilties Str8, Dex 20, Con 12, Int 13, Wis 
10,Cha 16 

59 minor change shape, tapfiding, trap 


sense +3 
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Star Stalker 


pitts | ia! | Siar 
Pet el let ta 


EncounteriMap 


Morsiteiass 
! Age tment™ s 


a 


' Eee 1 
Ae => Se 


Stairsito) 


second flbor 


Feats iron Will, Quick Change, Skill Focus 
(Disguise), Weapon Finesse 

Skills Balance +6, Bluff+18, Cimb +3, 
Diplomacy +15, Disable Device «8 
Disguise +29 (+31 acting) Escape Artist 
#17, Gather Information +6 Hide +15, 
Listen 411, Move Silently 425, Open Lock 
+11, Perform (dance) 8, Spot +11, Use 
Rope +8 

Possessions combat gear, +2 studded leather 
srmior, 43 icy burst dagger, amulet o 

tral atmo 

Minor Change Shape (Su) Vrinn cant 

alter his appearanceas though using a 


Aisquise self cpell that affects his body bu! 
ot his possessions. This ability is not 
an illusory effect, buta minor physical 
aiteration of his facial features, sin 


color and tes id size, within the 


limits described for the spell. Vrinn can 
use this abilty at will, and the alteration 
lasts until he changes shape again. 
Vririn reverts to f 
killed. true seeing spall reveals his 
natural form. When using this ability to 
createa disguise, Vrinn receives 3-410 
circumstance bonus on Disguise checks. 


tural form when, 


Using thie ability tea move action. 


STAR STALKER (EL 10) 
Life har never been kind to Mordreia. 
Daring the Last War, her town in Cyre 
was brutally destrayed by a renegade 
band of Valonar turned 


andit when 
the Cyran coffers rm dry and refiused 
their pay, The outlaws put everyone 
Mordreia knew to the sword. They 
would lave ravished her and left her 


for dead as well, but a tanger among, 
them intervened on her behalf slaying 
the rest of the bandits 

‘Vhis was Jalros Vakrain, and as many 
men do, he fell in love with Mordreia 
at first sight. Mordreia bore him no 
Joye, bul stayed with him to survive 
the war-torn landscape of Cyre. The 
two fled to Breland just before the Day 
‘of Mourning. In the aftermath of the 
1 Mordrsia was left without family, 
friend, or country. She left Takrain 
when she was oifered asylum by the 
Brelish government, Takrain was not 
lucky, and was sentenced to two 
years hard labor for his part in war 
erimes (his sentence reduced thanks 
in part to Mordreia's testimony). Jalros: 
finished his sentence two wecks ago 
ely headed to, Sh 
ile his relationship 


and immediat 
to try and rek 
with Mordreia, 

‘Whe dancer rebuked himn, butas Jalros 
was about to stride away inte the cold 
and lonely night he sensed someone 
walehing from the shadows, Jalros 
began following Mordreia 
discovering this sinister presence, Sadly, 
Jalros’ hard prison term mingled with 
Mordreia’s scathing rebuke damaged his 
spirit, and the manger has taken to drink. 
On the night that the Raven abducted 
Mordreia and Vrinn 1 
elf was slumped unconscious over a 
bar stool. 

He has noticed Mordrek 


ch 


n hopes oF 


laced her, the 


acting 
strangely recently, but has no idea 
that she has heen replaced. He 
continnes to watch her, tightening 
itive 
published the firs! section of “Stars in 
the Darkness. 


his surveillance since the Inquis 


Every night he stakes 
cut Mordreia's apartment in Oakbridge 
District, positioning himselfacrossthe 
cobblestone road in the upper level of 
an old mannequin factory, 
JaLROS Taknain R10 
Male elf ranger 10 

(CG Medium humanoid 

Init +3; Senses low-light vision 


Listen 413, 
Spot 13 

Languages Common, Elven 

AC 18, touch 13, flat-footed 15 

fhp 60 (10 HD) 
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THE RAVEN 


Fort +9, Ref +10, Will+7; evasion 
Spd 30 
Moles 11 deen Velenardouble selmitar 
+15/+10 (1d604/15-20) or 
+4 feen Volenas double scimitar +33/+8 
(0d6eqlis-20) ard 
+41 keen Vlenar double scinitar-sx3/+8 
(ad6e2)35-20) 
Ranged mwk throwing axe+14 
(1de+3) 
Base Atk 110; Grp +13 
‘Ak Options favored enemy construct 
42, humanoid (halting) -2, 
humanoid (human) +6 
Spells Prepared (Cl Sth) 
and-—barkskin cure light wourds 
ast—endure elements, resist enegry 
Beilties Str 16, Dex 17, Con 14 nt 10, 
Wis14, Cha 8 
Feats Endurance, improved Two Weapon 
Fighting, iron Wil, Exotic Weapon 
Profcieney(Valenar double scimitar), 
Stealthy. Track, Two Weapon Fighting, 
Wezpon Focus (Valenar double simi) 
Sialls Climb +10, Crafweaponsmithing) 
48, Hide 118, ump +8, Knowledge 
(nature) 15, Listen +12, Move Silently 
418, Profession (poet) +5, Spot +12, 
Survival 411 
Possessions +2 studded leather armar, 
+1 heen Valenar double scimitar, 4 
masterwork throwing. axes, canvas 
workers tunic and leather wotker's boots, 
six sheafs of parchment with love poems 
composed in honor of Nerdrela 
Tactics: If the PCs discover him 
hiding in the old mannequin factory 
and approach him, Jalzos assumes 
the PCs are affiliated with Mordreis’s 
sinister shadow, The ranger hides 
among the mannequins in the 
northwest corner of the room. He 
hurls his axes at anyone entering the 
room, targeting humans first, He then 
drawshis double scimitar and goes to 
‘work. IFanyone attempts to parley with 
him, a DC 20 Diplomacy check (with 
4-20 penalty ifmade as a full round 
action) is enough to make Jalros pause 
and hear the PCs out. Ifthey succeed in 
conyiuicing him they mean Mordreia no 
harm he surrenders, 
If defeated, or if he surrenders, 
Jalros is able to relay two important 
facts: someone has been following 
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Mordreia farwecks (long before the first 
manuscript fragment of "Stars in the 
Darkness” was téleased) and Mordreia’s 
actions in the past week or so have 
been a little uncharacteristic (this may 
be enough to get the party to scrutinize 
and"out” Vrinn). 


DEEP INTO THAT 
DARKNESS PEERING. 

"The PGs receive the second fragment of 
“Stars in the Darkness” two days after 
the first. A DG 20 Knowledge (local) or 
(architecture and engineering) check 
allows PC to connect the images in the 
fragment to alonesome patch of muddy 
earth in Cogsgate referred to as“Orien’s 
Graveyard!" A result of 30 or better on 
either check informs the PC that the 
Graveyard isan bya dangerous arachnid 
warforged named Spider Lightning 
rail coaches irteparably damaged in 
the heated violence of the Last War, 
tan down from overuse, or otherwise 
rendered inoperable find a home here 
onastretch of lifeless ground. 


WEB OF THE STEEL SPIDER (EL 11) 


The quagmire of Orien’s Graveyard runs red 
with rust bleeding from the sagging car- 


casses of rent steel rall carts. Old armored 
models from the days of the Last War are 
riddled with scorch marks and jegpec tears 
Others gutted byarcane fire, victims ofsabs 
tage or derailment, are now nothing more 
than charred masses of twisted metal, 


If the PCs played through “Chimes 
al Midnight” they pass the familiar! 
wreckage of two sail carts crushed 
together, casualties of a bratal head~ 
n collision. 

Creatures: Before the PCs reach 
‘Mordreia’s rail coach prison they snust 
contend with the Graveyard’s denizens, 
Several dozen warforged gathered in 
“Qrien’s Graveyard!” afer the accord 
at Thronchold. Many of these sad. 
souls are a3 tattered and broken as the 
landscape of rail carts they wander. Most 
‘were maimed in the Last War and are 
niissing one ormore limbs, Others were 
abducted and abused or permanently 
disfigured by anti-warforged extremists 
in the days immediately following 
‘Thronehold, and now hobble about-the 
Graveyard with half their heads caved 
in, or vith missing eyes. Most hide from 
intruders er, rendered hopelessly insane 
‘by their torments, simply gibberat ther’ 
nonsensically, But 2 few have banded 
together under the leadership of a petty 
tyrant with the lower body ofan arachnid 
named Spider. 

Spider serves as judge, jury and 
cutioner in the Graveyard, though 
he usually dispenses with the first 
two. He hates all non-warforged with 
a passion, and sees the Graveyard as a 
treasured sanctuary where fleshbaps 
do not interfere. Spider's gang includes 
a total of nine Graveyard Sentinels, all 
veterans of the Last War. They do not take 
lightly to intruders and prepare a deadly 
ambush ina bottleneck of sail carts 
near an old arcane crusher once used ta 
reduce abandoned coaches to a brick of 
compacted metal. 


SPIDER CRT 
Male warforged rogue 3/fighter 4 

LE Medium constiuct (iving construct) 

Init +1; Senses Listen +3, Spot +3 

Language Common 


AC 19, touch 11, flat-footed 18 


PGs’ 
Approach 
X = Graveyard Sentinel 


bp ar(rt 
Immune cri 

Fort 17, Ref +5, t jump + 
Spd 1M nly42, Spotl 
Melee +1 vicious heowy mace 


Init +1; Senses Lis 


Fort +6, Ref +2, Will 3 
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ARACHNID CHASSIS. 
(EMBEDDED 
COMPONENT) 


These experimental 
developed for elite 
units in hopes of giving tl 
‘over the Valenar elves’ mastery of 
stealth warfare. This embedded compo- 
nent replaces a warforged's tower torso 
and legs with a construct version of an 
arachnid form giving the warforged an 
appearance not unlike a drider. Spider's 
sion of thiscomponent isa giftfrom 
a mad warforged artificer contact who 
fashioned the arachnid chassis out of 
‘annibalized arms of other warforged. 
The chassis gives its wearer a climb 
speed of 20 feet and gives hi 
foot enhancement bonus to his ba 
Jand speed. In addition the chas: 
grants him ait additional attack per 
round at his highest attack onus with 
fone of the arachnids legs that inflicts 
2d8 bludgeoning damage (plus the 
warlorged’s Strength modifier). This 
extra attack does not stack with any 
magical effect that grants extra attacks 
(such as-a speed weapon or the haste 
spel). 
Moderate tra 


mponents were 


tation 


CL ath; 
Wondrous Item, spider climb, 
100; Weight so Ih 


Spd 20. 

Melee miak greatclub +8 (1d1015) 

Ranged mwk throwing axe +6 (Ld6+2) 

Base Atk 4 Grp +6 

‘Atk Options sna sitack +286 

Abilities Sir 15, Dex12, Con 14, Int 8, Wis 
10,chaa 

$Q warforged traits 

Feats Adarantine Body, Improved Fortification, 
Iron Wil, Weapon Focus(areaicub) Weapon 
Specialization (geatelub) 

Skills Climb +1, jurnp +0 

Possessions mastermatk greatslub 
(fashioned flom torn-oft limbs oF other 
watfarged), 4 masterwork throwing axes 
"Tactics: The sentinels and Spider take 

up positions as Shown on the map after 

Spier uses hie nund of shield of faith on 

the sentinels and himself: The sentinel 

standing at the far end of the guited 

rail eatt in the eenter of the map hears 
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a crimson spider design blazoned on his 
chest. He pretends to be the Spider and 
parleys with the party, ssking them their 
business in the Graveyard. 

The other sentinels stand completely 
motionless behind cover and should not 
be visible to the party unless they have a 
ring of x-ray vision or make nse of some 
other divination snagic. Givethe FCs aDG 
25 Spot check to notice the crane’s jaws 
‘positioned above the central cart, 

‘A the PGs advance on the warforged 
calling out tothem heeries outa signal 
to the nthers TFPCs step into the gutted 
cart, the sentinel manning the crane 
activates itand snatches up the carlas a 
standard action, and asa move equivalent 
action he drags it skyward 50 feet. On 
the following round he maneuvers it 
above the areme eeusher and drop: 
‘Anyone caught in the crusher takes 6d6 
bludgeoning damage and 4d6 electricity 
damage per round until they escape. A 
DG 25 Reflex save halves the damage. A 
C25 Strength check jams the crushing 
walls for a sound, resulting in no one 
inside taking damage. 

If some or all of the PCs avoid the 
gutted central cart by moving around it, 
the sentinels atop the stacked sail carts 
push the topmost one off the pile with a 
Gis Strength check (wo of them ald the 
third), Anyone below saffers 6d6 damage 
and is pinned beneath the wreckage (& 
CaS Rellex save halves the damage and 
avoids the pin). 

Meanwhile, the three sentinels hiding 
in the armored cart hurl axes at the PCs 
through the windows, and Spiderstealthily 
sneak attacks from the shadows with his 
wand of corckiny ray. anyone rusheshim 
he barrages them with hie wand of fear 
"The warforged all fight to the death. 

Development: Once the PCs have 
itisa 


defeated Spider and his cron 
relatively simple matter to exploze Orien's 
Graveyard and find the location described 
in the manuscript fiagment, a process 
that takes 1dq hours. 


SLAUGHTER COACH (EL 10) 


The stench coming off of these three 
enclosed cargo carts is powerful enough 
to overcome even the all-pervasive clouds 


af choking ash. Inside, chains hung with 
rotting meattwist and writhe in the still air 
as of their own volition, The meat itself 
seems:to slowly pulsate in the dim light, as 
maggots slither and slowly érip fiom It like 
falling snow. 


Moréreia, or what’ left of ber, awaits 
the PCs in the third cart of a lightning 
rail cargo coach. The coach is compzised 
of slaughter-cazts transporting sides 
of beef hanging on steel chains. The 
beef is infected with spores causing a 
hideous disease called slimy doom in. 
any living creature that touches them, 
The hanging sides of meat ooze slime 
and maggots. 

Creature: Razalind is a kyton and 
servitor of the Kaven, The female chain 
devil was formerly bound to serve 2 
powerfil cleric of the Dragon Relowwho 
resided in the Old City Archive before 
Corbin claimed it as his headquarters, 
‘The Raven made a deal with the chs 
devil, promising to slay her master in 
exchange for cne month of service, 
aficr which she is five to spread terror 
throughout Sham. The Raven brought 
her to Orien's Graveyard to watch him 
carve up Mordreia and charged her to 
‘await the PGs here and ambush them, 
Ravalind her 
environs, and when the PCs arrive she is 
only too happy to deal with them and be, 
free of the disgusting slaughter couch. 


detests fimy rancid 


RAZALIND crI0 

Female chain devil ighter 4 

LE Medium outsider (esraplanar, evi, anil) 

Init +6; Senses derkvision 60 ft; Listen +14, 
Spot-+l4 

Aura uinnecving ex7e (DC 14) 

Language Infernal 

‘AC 24, touch 12, Nat-footed 22 

bhp 109(12 HO} regeneration 2; DR Sjsiver 
and good 

Resist acid 10; SR 18 

Immune cold, fire and poison 

Fort «14, Ref +10, Will +10 

Spead30 

Melee 2 vic chains +19 melee (24417/19-20) 

Base Ak +12; Grp +17 

‘Atk Options Improved Sunder, Power Attack 

Special Actions daricing chains (4 attacks, 
218, 24497/19-20) 


Abilities Str20, Dex 17, Con 18, Int 6 Wis, 
12,cha.10 

Feats Alertness, Improved Critical chein), 
Improved Initiative, Power Attack, 
Improved Sure, Iron Will, Weapon Focus 


(chain), Weapon Specialization (chain) 
ills Climb +15, Craft (blacksmithing) +18, 
Escape frist +13, intimidate+14, Listen 
414, Spot 414, Use Rope 42 (4 bindings) 
Possessions combat gear, +4 bracers of 
armor, ring of blinking 
Tacties B: 


galind awaits the PGs in 


cart three, She downs her potion of bull's 
strength as soon as she spots the party. 
Ifthe Pes move toward cart three first, 
she ducks into cart two. Otherwise she 


simply obsezves jhe partyas they enter 
and uses dancing chains to animate 
the chains in the cart the PCs occupy 
and attack (there are eight chains in 
each eatt), the PCs are in 
or two, the chains bear the infected 
As they strike the mutilated 
cow carcasses explode in a shower 
of rancid meat, maggots, and slime, 
In addition to suffering damage, the 


be 


target, and anyone standing within 5 
feet, iy splattered with meat-sludge 
and exposed to slimy doom (Dungeun 
Master's Guide 292) 

As the PCs draw nearer to the cart 
where Razalind waits, she sprinkles 
dus) of disappearance on herself and 
continues to slash at the party with 


the cart's many sagored chains, 1f 
detected, she activates her ring of blink= 
ing and attacks with her own master 
work chains, attempting to, sander 
any particularly effective weapans the 
PCs possess. The chain devil flees if 
reduced to 10 hp oF less, 
Development: The bits of skinned 
anging from chains in cart three 
of the slaughter coach are not beef, but 
rather Mordreia. The dancer's besutifid 
face and head of golden hair are the 
oaly part of her lett tnmarsed by the 
Raven's implements of torture. A sheaf 
of bloodsiained paper hangs in her 
mouth—the third fragment of “Stars in 
the Darkness. 
Ravens pattern is cleared up after the 
first paragraph or two (which describe 


Any confusion as to the 


Mardreia 


slow agonizing death and 
dismemberment) when the narrative 
‘becomes wholly concerned with the PCs, 
Teel five to generate your owa handout 
for this section of the manuscript 
catered towards your PCs specifically, 
Describe their actions in chilling detail 
as iF the Raven were breathing down 
their necks, 


ALL MY SOUL WITHIN ME 
BURNING. 

When the party learns they are the 
Raven's target everything changes, 
Unless the party lefl a PC or two 
behind to watch Vrinn or dragged 
“Nfordreia” along with them to the 
Graveyard, the changeling is long 
gone. Vrinn, though more than a little 
ery, is good at what he does, and he 
is sure to clean Mordreia's apartment 
ofanything that could be connected to 
him. He drinks a potion of nondetection 
and disappears for a day before the 
Raven summons him to the Old City 
Archives to play a farther part in his 
dread plan. 

‘The PGs receive the Raven's fourth 
manuscript fragment sometime during 
their investigations [nse this fragment 
to reinforce the idea that the Raven is 
hunting them), delivered in the beak 
ofa large crow. The fourth manuscript 
fragment is short and contains a clue 
that becomes important in the Olé 
City Archives. 
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TALES IN BLOOD 

If the PCs wish te begin bunting the 
Raven, they have only 2 few clues. The 
byious course of action is to investigate 
the earlice morders in order to get a 
etter handle on their foe. 

Thedizst manuscript details the death 
of a Hal-elf professor of literature at 
Morgrave University named Lithan 
'Tassan. The Raven stalked him for five 
days before comering the professorin iis 
officeatter-hours. There he tortured him 
throughout the night, and eventually the 
professor exsanguinated himself with a 


hideons pump-pen the Raven brought, 
writing both his own epitaph and 
teanscribing the Raven's final chapter of 
“Tales in Blood,” until he slumped over 
hhis desk, dead from blood loss. His pale 
corpse was discovered the next morning 
by bis stail. 


Soawething te mumnineh i 
you nl days, 2 
1 clue to-snve a mien oa 
Flu, fate, le de 


Feq hed 
F nh Kaven 


Ifthe EGs head to Morgeave University 
to interview Lithan ir'Tassan’s) peers, 
students, and associates and investigate 
the crime scene, they turn up some 
interesting clues the Watch overlooked 
in their cursory examination of the case 

ADC 20 Gather Information cheek 
reveals one person with a possible 
motive to off the professor: a janitor at 
the University named Corbin Eldridge 
‘used fo qaiellysit in on Lithan irTassan's 
Jectures on creative writing, The professor, 
recently discovered his presence and 
Banned him from the class, With a DC, 
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Gather Information check, the PCs 
met up with Aletia Cardance, an aging 
hal-elf beauty ofa librarian at Morgrave 
who Corbin often assisted after hours. 
He volunteered his time reshelving 
books in exchange for the right to pore 
through the classics in the wee hours 
of the evening, Cardance offers up one 
interesting ue about Corbin: “When he 
mic-shelved books it was always because 
The yas using 


aan older system of book 
orgmization niot employed since the 
carly days of the Last War!” 

A DC 30 Gather Information check 
leads the PCs to information on Corbin's 
upbringing at an orphanage in Gate of 
Gold district—ihe same one Viktor 
Saint-Demain was raised in, and where 
the inquisitive later volunteered his time 
asotutor, 


DEATH OF A COWARDLY SHIFTER 
Investigating the particulars of Mange’s 
murder implies a conection to Viktor 
Saint-Demain, 
play “Chimes at Midnight” then a 
DE 20 Knowledge (local) or Gather 
Information check unveils the shitter's 
‘past affiliation. 

Mange was found splayed out 
on a lable in Shining Star 
abandoned silversmith shop in Cassan 
Bridge, where ironically Mange-and a 
partner in crime named Grimgraj beat 
the resident silversmith to death some 
time ago-acting on order from Viktor 


your party did not 


iver, an 


Saint-Demain, Mange represented 
himself poorly in Viktor's service, and 
the inquisitive decided to get cven 
through his proxy, the Riven. A DC 35 
Gather Information check or a DG 15 
Search of Shining Star Silver made by 
someone with the Investigate feat reveals 
that Mange was hiding out in a small 
tenement iu Ashblack (coum 152). 


HUNTING HOUND (EL 9) 

Run this encounter when the PCs entet 
Ashblack to look for Mange, sometime 
before they reach his tenement, 


Entering the Cogs is like stepping into 
another world, The burned out regions are 
ash-covered wastelands where no living 
thing stirs: The silence here is broken only 


by the distant alarm bells of the fire bri 
gades and the echo of roaring flames. 

Greature: Phe intensity and duration 
of the inferno has caused Infernia t0 
become neat coterminous with the Cogs 
in places. A powerful denizen of fhis: 
plane,an enormons hell hound named 
Varislag, tecently crossed over: The hell 
hound preys upon brave membersof lire 
brigade who venture beyond the’ fire- 
Tine to rescue those trapped in blazing 
buildings, This excursion has provided 
Varislag with his most entertaining few 
weeks in years. He relishes the hunt, 
and as soon as Varislag detects the PCs 
moying in Ashblack, he stilke them, 
attacking when he perceives the PCs are 
off their guard. 

Varislag, Nessian Wathound: bp 13; 
Monster Manual 152. 


MANGE'S TENEMENT (EL 9) 
This ramshackle bullding leans drunkenly 
over the strtet as the fiery Inferno ¢oritin~ 
uss tocansumethe neighborhood. Smoke 
pours from the bullding’s upper-story 
‘windows like the exhaust of some massive 
furnace, and a brilliant orange light trans 
forms objects in front of the windows into 
two-dimensional silhouettes. The fouled, 
searing airmakes it difficult to breathe, and 
from within the building comes the omi- 
nous crackling of a raging fire 


Mange’s tenement is wreathed in 
flams, and if the PCs wish toinvestigate 
they must brave the inferno. The fire 
spreads 5 feet every 16 rounds in the 
direction shawn on the map. Anyone 
entering the tenement suffers d6 fire 
damage per round [this increases to 36 
ifthey areina square filled with flames), 
and must make a DG 15 Fortitude save 
as well or suffer 206 nonlethal damage 
every round ftom smoke inhalation, 
‘Ten minutes afler the PGs arrive the 
tenement gives a final groan of anguish 
before collapsing, destroying all the 
evidence within. Anyone still inside is 
pinned and takes 546 fire damage per 
round until they escape. 

Creature: A fell fiery undead called 
a forgewraith stalks the tenement. 
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The incorporeal spirit of a heroic fi 
drigade captain who perished in the 
foxge fires, this inky black humanoid 
form is outlined with red flames, and 
two smoldering embers rest where its 
ayes once did. Filled with a vile rage, 
the creature now murders those il once 
sought Losavein life and tries to add the 
PCs to its ever-growing list of victims, 


FoRcewRAiTH cro 

Sharre City af Towers 179 

CE Medium undead (fire, incorporea)) 

Init 412; Senses darkvision 60/f3 Listen 49, 
Spot +10 

AC 71, touch 21, flatsfooted 14 
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Immune fire, incorporeal traits, undesd traits 
Fort +4, Ref =11, Will +10 


Weakness vulnerability to cold 


SQ create spawn, incorporealtratts 

Feats Blind-Fight, Combat Reflexes, Dodge, 
improved initiative, Mobily 

Skills Intimidate #19, Listen +9) Spot 10 


Speed fly 60 ft (good) 

Melee incorporeal touch +13 (2d6 fire plus 
16 Dex drain) 

Ranged fiery ray +13 ranged touch (4d6 fre) 

Base Atk +6; Grp — 

‘Atk Options dexterty drain 

Spell-like Abilities (CL. 12) 
‘x will produ 
3jday—wall of fr 
ajday—enervation fret 

Abilities Str—, Dex 25, Con 

14, Cha 19 


fome 


Cay) 


tes omid 


> 
i 


Int, Ws 


Dexterity Drain (Su) Living creatures nit 
by a forgenraith’s incorporeal touch 
must succeed on a DC 20 Fortitude 
save or take 1d6 Dex drain, Each 
successful attack gronts the forgewsaith 
§ temporary hit points 

Fiery Ray (Su) Every 1d4 rounds a 
forgesraith can fires ray of redand black 
flame as araniged touch attack dealing 
ds fre damage. 

Create Spawn (Su) Any hun 
by aforgewraith dissolves to ash rising 
as a forgewrath in 144 rounds under 
command ofits slayer. They possess no 
abilites they had in life 
Development: Inside # charred desk 

heat Mange's smoldering bed the PCs 

find a note written by the shifter shortly 
before his death, He meant to send the 
note to the Watch (or even the PGs, if 
you used the adventure hook involving 

Mangel, but got spooked when the Raven 

came for him and fled his apartment 

without it, 

‘The letter begs the reader for help and 
protection. In exchange, Mange offers to 
‘give upinformation on several members 
ofthe criminal undesworid, More inter- 
estingly, the letter refers to: the niight- 
mares visited upon him by the Raven, 
inwhiidh the killer accused the shifter of 
“betraying his snaster and leaving agreat 
man’s side on the eve of Wildnight!"This 
is.a direct link between the Rayen and 
Viktor, if'the PCs haven't inferred one 
for themselves yet. 

In addition, 2 copy of an old philo- 
sophicil treatise called “Disloyalty, Dis- 
honior,and Death’ sits in the des 
with an inscription that reads 
thing to ponderin these, your final days. 
— Quoth the Raven” 

A DC 25 Graft (bookbinding) or 
Search check (by anyone with the Inves- 
tigate feat) allows a PC to note that the 
book isan antique taken from the eol- 
lection of the Old Gity Archives located 
in the ruined quarter of High Walls 
District, ‘The book is worth 100 gp. A 
DG 15 Knowledge (local) or Knewledge 
(history) check reveals that the Old City 


noid slain 


Archives is the only structure standing 
in Sharn that uses the alder system of 
book organization Corbin mistakenly 
used to shelve books in Morgrave's 
Tibrary, 

Ad Hoc Experience Award: If the PCs 
connect the dots to the Olid City Archives 
on their own before they interrogate 
Vitor, give them experience as if they 
defeated an EL 10 encounter, 


HELLS HEART 
Viktor does not wish the PCs to go to 
their death without enjoying their fear 
and frustration first. The connections 
Letween the Raven and Viktor are bread 
crumbs parposefilly left in order todraw 
the party to the asylum fora face-to-face 
with the devious mnaster inquisitive. 

As the party enters Black Arch, they 
ecome instantly aware of the district’ 
purpose—tepelling any inyading force. 
Thearez is locked up tight, withananned 
gatesalong most major avenues, fortified 
spires with black-iron barred windows 
andmen-a 
and longswords. 

‘A monolithic three-spite black stone 
stronghold the 
fortifications and guard posts to shame. 
Karvasi Asylum for the Criminally 
Inssne’s more common moniker of 
“Hell's Heart” is attributed to its inmates. 
‘Theasylum houses some of Sharn’s most 
dangerous and twisted criminal minds. 
Vicious killers with the blood of dozens 
of innocents on their hands, deranged 
madmen whose rampages Iefl entire 
districts soaked in gore, sit in 10-by-10. 
cells with no window: 

A tall, imposing human named 
Dr, Lucard Karvasi runs the asylum. 
Lucard is a quiet ma 
Darely moyes when he speaks, He 
almost never blinks. Karvasi’s sister is 
married to King Boranel’s uncle and 
Rarvasi has milked his family’s fayor 
in court to run the Asylum with little 
to no oversight. His strong ties to 
the monarchy also allow him to have 
criminals sentenced to death or life 
in prison commuted on psychologi- 
cal grounds and sent to his Asylum 
for *study and rehabilitation” instead 
Karvasi's idea of study and rehabilita- 


rmsbristlingwith halberds 


puts surrounding 


whose fice 


tion” makes what most of his charges 
did to their victims seem humane. 

Viktor’s body count does net come 
close to his neighbors’ swaths of destruc 
tion, but his sharp mind and consider 
able talents prove he is miore lethal than 
any other inmate in the asylum. Aiter 
lis fist few excruciating “sessions” with 
Iucatd Karvasi, he sensed a crack in the 
man's coal collected psyche, and a dark 
yestigial split persona gestating inside 
Iucard's otherwise disciplined mind 

Viklor named this submerged per- 
sonia “Krader” and used his considerable 
skills at manipula 
draw forth this underlying personality 
hiding inside Lacerd’s sub-conscious- 
sess. Krader is an ugly thing. He enjoys 
Tueard’s ministrations of pain upon the 
inmates, but despises the long hours the 
good doctor wastes in academic pantifi- 
ition, Krader wants his own time at the 
teins, during which this dull creature 
isn't sure what exactly he would do, he's 
only certain it would be bloody and bru- 
ta]. Viktor has promised to make Krader's 
dreams come true and ithas afforded the 
‘inquisitive preat power behind the scenes 
in theasylum. 

When the PCs arrive, Lucard's cool 
exterior is in control and Krader dives 
deep below the surface on Viktor’s 
instructions, A DC 15 Diplomacy check 
is necessary to secure an interview with 
‘Viktor, as Lucard does nol normally allow 
any outside contact with his patients. 
Lucard agrees reluctantly only if the PCs 
make clear the threat posed by the Raven 
and convince him that Viktor may have 
information aiding in the serial killer's 
capture, In truth, Lucard only agrees 
in hopes that the Raven, another truly 
interesting specimen, will end up in his 
care once the party captures him. Lucard 
demands ta be present with some of hi 
ordetlies during the interrogation to see 
that the PCs do not harm his patient (tor- 
turing his charges isa privilege heshares 
with no one), 


on to aurture and 


INTERROGATING VIKTOR 
Viktor is rolled into an examination 
room bound toa metal wheelchair. His 
handsare unbotind, though his feet are 
chained to the chair at the ankle. ‘The 


markings of any partiewlarly geueling 
wounds he sustained af the hands of 
the PCs in "Chimes at Midnight” should 
be apparent. If he fell from the bell 
tower his body is twisted—the skeletal] 
damage he sustained in the fall did not 
heal properly 

Viktor every intention of 
delivering the party into the Rave 
clutches, though he intends to make 
it hard on them at first just to watch 
them squirm, The true challenge of this 
encounter lies in getting the emotional 
upper hand on Viktor and baiting the 
disciplined inquisitive into giving 
up information on how to defeat the 
Raven. This is done by scoring enough 
Interrogation Points to push Viktor off 
balance or infuriate him. 

Taeties: Viktow’s first tactic is to play 
the “reformed criminal’ He pretends 
his sessions with Karvasi healed his 
damaged mind and expresses deep 
remorse oyer the terrible actions he 
took last year, even apologizing to the 
PCs, He feigns complete ignorance 
as to the Raven's killing spree ("We 
sadly receive Tittle news of the outside 
world in here”). Karvasi supports this 
statement ("Too many details from the 
outside may unhinge the fragile psyches 
of our patients”). Viktor claimshe would 
be happy to help the PCs end this new, 
Killers teign of terror/“Itis theleastl can 
do to repay my debt to Sharn’), I'the BCs 
accuse Viktor of some sort of connection 
with the Raven, citing evidence im his 
choice of victims (Mange) or the dreams 
mentioned in the Mange's letter, Viktor 
shrags, saying, “My reputation has na 
doubt come to this madman notice. 
Perhaps he sees his killings as tribute 
to my misguided dalliance with crime 
last year, or worse yet, he is merely 


has 


using me as a srankesereen ta mask his 
true intentions”, Roll a Bluff check for 
Viktor versus the party's Sense Motive 
check. If the party believes Viktor’s 
ruse and engages his help they lose an 
Interrogation Point, Ifthe PCs make the 
check and call his Bluff, Viktor lifts hia 
head to glare at the party, his eyes filled 
with cold rage,a snecradoming his face. 
Grant the PGs one Interrogation Point, 
Either way the duel of wits begins. ‘The 
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PCs may eam (or Tose) Interrogation 


Points as follows: 
+ For every clue they uncovered 
during their investigation 
granting them hints to (or 
outright knowledge of) Raven’s 
identity or the loration of his 
headquarters, grant the PCs an 
Interrogation Point. Viktor was 
very much looking forward to 
"golving” the case for them, 
andif they walk in armed with 
a bevy of clues the inguisitive 
seethes with anger. 
+ Anything the PCs do to cite 
their own acumen and sills 
isting 
they 
solved, or displaying awards 
or honors given to them by 
figures or or; 
note) drives Viktor further 
into the depths of madness, 
granting them an additional 
Interrogation Point, 
+ Claiming Vi 
caich the Raven him: 


izations of 


tor could never 


tums 
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the inquisitive’s ego against his, 
cat's pawand grants the party an 
additional Interrogation Point, 
+ Thanking Wikt 
the Raven as the perfect 
adversary, and pointing 
out that when the PCs take 
the secial killer down they 
will be heralded as Sharn's 


greatest heroes, points out 2 


for creating 


terrifying possibility Viktor’s 
hubris never allowed to creep 
into his plan, ‘The possibility 
festers in the inquisitive's 
mind and earns the PGs an 
Interrogation Point 

+ Pandering to Viktor’s ego by 
Bluffing him into believing 
Whe Korranbery Chronitle is 
interested in publishing his 
story (or something like this) 
throws the inguisitive off 
balance and earns the party 
another Interrogation Point. 

+ Succeeding in Intimidating 
Viktor earns the PCs an Inter- 
rogation Paint once only 


cxery chie Viktor supplies 
the party they lose an interro- 
gation point 

+ When Viktor reveals the fact 
that the Rayen has taken NPG 
relatives and friends ofthe PCs 
hostage have each PC make a 
DG 25 Will save. The party 
Joses one Intertogation Point 
for exch party member pres 


ent who fails the save as Viktor 


enjoys their obvious horzor, 


+ Every time Viktor hnmili- 
ates the PGs through a strong 
roleplaying mement take away 
another Interrogation Point 

+ If Viktor can 
to strike him, the party loses 
another Interrogation Pointas 
their dependence on thaggery 
amuses the inquisitive, and 


farther convinces him of his 
own superior intellect. 
Development: Karvas! insists the PCs 
cast no spells on his subject (“magical 
meddling may do serious harm to his 
mind and untavel the painstaking 
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progress I have made thus far’), IFthe 
PCs strike Viktor, Karvasi commands 
them to aol to touch the inquisitive. He 
is fiarious at the party’s mistreatment of 
his patient, but a DC 25 Diplomacy check, 
mollifies hiro, anc as long 2s the PCs do 
not harm Viktor again Karvasi allows 
the interrogation to continue. Ifthe PCs 
insist onusing force, Karvasi commands 
six of his orderli¢s to detain the party 
(use the statistics for the hobgoblin 
bouncers on page 38), and calls for a 
parly of soldiers fom a nearby guard 
post in Black Arch, Otherwise Karvasi 
pretends at clinical detachment and 
quiet study of Viktor’s responses to the 
interrogation, but secretly is riveted by 
the game of cat and mouse unfolding, 
before him and does not intervene, 

No matter what, Viktor eventually 
reveals the Rayen's location to the party, 
a5 he hopes the PCs to tush to their 
doam. He also takes great pleasure in 
revealing the fact that the Raven has kid- 
mapped their close friends and relatives 
and holds them at the Old City Archives 
He only offers up the following informa- 
tion if the PCs score the requisite nam 
ber of Interrogation Points: 

1-2: Unshakable Viktor is noaplassed. 
by the PCs and offers up no further 
information beyond the fact that heand 
the Raven are old friends, 

3-5: Off: Balance Viktor is knocked 
enough off his guard to be lured into 
revealing Cotbin's identity (ifthe PCs do 
not know it yet), In addition he reveals 
that the writing Is just ay important as 
the killing to Corbin, 

6-8: Thrown Viktor is highly agitated 
by the PCs and lets slip a few Udbits of 
useful information, such as the pass- 
jord to bypass the stone golem. He also 
begins to hum the tune played in area 3 
of the Old Archives to taunt them and 
When asked about it mumbles some- 
thing about “being deaf.” 

‘9-10: Cracked Viktor's veneer aFsanity 
ig shattered and he begins spewing clues. 
Besides thase listed above, he lets slip 
that the Raven will do neatly anything to 
save the original manuscript of his writ- 
ing (see area 7 of Old City Archives for 
further details), and locks gazes with the 
PC whose NPG is held hostage in area 
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6 of the Archives, snarling: “Your ffiend 
will be crushed flat ina few hours!” 


ON THIS HOME BY 
HORROR HAUNTED 

The Raven's trap is set. While the PC: 
bave been painstakingly hunting the 
killer, Corbin’s been busy kidnapping 
the people the party cares about. Choos: 
these four hostages carefully. The Raven 
selects those the PCs hold dearest, such 
as close friends, lovers, patrons,and fam 
ily members, Fach NPC now stands in 
peril, bound in four separate death traps 
fiom which the PCs must rescue thera. 

‘As the PCs approach the Archives they 
find that the High Walls District is aptly 
named. Towering stone barricades, pit- 
ted and cracked from neglect, cordon 
this miserable ghetto off from the rest 
of Sham, Used as a detainment camp for 
refugees, foreigners, suspected terrorists, 
and undesirables during the Last Was, 
High Walls festered with misery, desti- 
lution, and violence, Since the Last War 
ended, little has changed. 

‘A group of rag-swathed children shiver 
inthe doorway of buildingasblacksnow 
sccumslates-on the stairs helow them, A 
railthin old Cyran man wearing only a 
Joincloth and his waist-length ash-caked 
beard staggers slong a cracked walleway 
below a flickering everbright luntern. He 
mumbles to himseli, his face twitching 
freakishly as memders down the line 

‘When the old man sees the PCs he 
turns his soot-blackened face their way 
and shouts, “I saw the Mouming with 
these eyes! I stood on the deck of the 
Thunder Riderin Kraken Bay and watched 
the rnist roll aeross the city, [sce itagain 
now! Sharn will share our terror! You 
will ali die squitming!"'The mad Cyrar's 
raspy laughter echoes eerily off the dis- 
tant walls 


THE OLD CITY ARCHIVES 
When Galifar took control of the Five 
Nations and seat a force to rebuild the 
Shattered city of Sharn, the engineers 
were surprised to find an impressive 
marble structure still intact among 
the ruins, Shattered when Tarkanan's 
retreat brought the War of the Mark 
to its doorstep, Sharn lay desolate and 


abandoned for five hundred years, Most, 
districts were razed to the ground by the 
armies of House Cannith and Deneith. 
Few structures survived, but a large 
temple to Aureon in present-day High 
Walls stocd unscathed. 

Galifar declared the temple would 
be maintained as the City Archives, and | 
important documents and a munteipal 
collection of valued books were kept 
within “the oldest building in Sham2"the 
‘Archive's shrine to Aureon is one of the 
oldest in Breland, and its library contains 
‘books and scrolls preserved from the fill 
of the Dhakaani Empire when Sharn was 
called Duur'Sk:arat (“Blade of Sorrows”) 
Decades ago a thriving printing press 
moved into its second floor, and an 
exhibit on Sharn'’s notable historical 
figures toved into the section of the 
Duilding once used as an abbey. 

‘The abandonment of this landmark 
structure in favor of zoning High Walls 
into a ghetto for suspicious residents 
is a teslament:to the paranoid fear 
snspired by the widespread violence of 
the Last War. The city council neglected 
to even transfer most of the contents of 
the Archives in their haste to build the 
ghetio's walls and keep members of their 
own populace prisoner, 

General Features: The outer walls of 
the building are 3-foat-thick marble: The 
interior floors and wally of the second 
and third level (es well as the spiral 
staircase ascending to them)are made of 
termite-calen wood and rotted through 
in many places. ‘There is no source a 
light inside the Archives, 


| 
| 


4. ENTRYWAY (EL 13) 


A great marble stair ascends to a eltcular 
terrace where large oak doors ars barred 
against the black snow and howling wind: 
The terrace is shielded from much of the 
storm by a faded blue martle earving of 
Aureon's draconic visage, ashysnow heaped 
tupon his snout. In respect to Aureon’s wife 
Boldrei and his brother Onatar, smaller 
sculptures stand to either side of Aureon's, 
The doors are flanked by two large stat 
tues, one is that of simple peasant woman 
holding abasket of freshly baked bread, the 
other, 2 dwarven smith. 


ne Giles 


2 = Gibbering Mouther 


R= Rancid Zombi 


One of the reasons the Archives 
hasn't been ransacked by the desperate 
residents of High Walls is the fact that 
Anreon's temple is protected by bis wite 
and brother, ‘The statues flanking the 
doorway are in fact stone golems. Anyone 
making a DC 25 Spot or Search check 
outside notices the statwes bear scours 
and cracks obviously not inflicted upon 
them by the ravages of time, but rather 
by combat. A DC a5 Spot check reveals 
an inscription in Draconic on the arch 
above the doors well wom and obscured 
by a dusting of snow, The inscription 
reads, “Wisdom is the key to salvstion” 
Ifsomeone entering speaks these words 
aloud in any language, the stone golems 
maintain their repose and allow them 
sale passage. Otherwise they attack. 

Stone Golems (2):hp 55 each; Monster 
Manual 136. 

Development: Ifthe stone golerns are 
destroyed, » great ctack resounds over= 
head and the three dragon heads abov: 


geome crashing down. Anyone oa the 
terrace must succeed on a DC 20 Reflex 


saveor suffer 46 damage and be pinned. 
beneath the enormous stone carvings 
Ad Hoe Experience Award: The 
golems have taken a beating over the 
years ftom many parties of wellarmed 
scavengers seeking to steal valuable 
treatises secreted inside the Archives. 
Only award the PCs half the experience 
they would normally get for defeat 
ing the golems, but also sward them 
this experience if they bypass them by 
speaking the inscription aloud. 


2. GREAT HALL, 


melody played on the large organ in 
the shrine echoes through the doorway 
on the western wall, and a cacophony 
of voices murmurs within the eastern 
corridor. No Listen check is necessary 
these sounds, though a DC 


in all three locations, A DC 25 
check allows the listener to recognize 
the voices of each hostage (if they know 
all of them). 


3. SHRINE TO AURFON (EL 
VARIES) 


This cavernous chamber is filled with white 
marble pillars and little else. The dightest 
sound echoes loudly through the chamber, 
An ornate marble staircase on the narth side 


of the room leads up to the floor above. 


From this area the party can hear 
sounds issuing ftom areas 3, 4 and 6. 
‘The whir of machinesand the rhythmic 
sing of metal on m 


printing press chamber above, an eerie 


resounds in the 


A great dome of stsined glass above depicts 
Aureon asa wizened old man lecturingtoa 
ind small. Within, a 
stone altar to/Aurean is framed by a mas~ 


eatures gr 


sive organ, its pipes running up the west 
|, An eerie melody plays as the keys 
dance by them 


ves, 


‘Trap: The first of the Raven's death 
traps lies here, An NPC hostage is 
manacled by sturdy adamantine chains 
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to the altar of Aureon. The beavy chains, 
sun into the altar’s base where a series 
of complex pulleys and winches wind 
them up incrementally,tesulting in the 
gruesome drawing and quartering of 
the hostage, 

‘As soon as the PCs enter the organ 
‘begins repeating the same phrase of 
music once per round, Fach time the 
pliase finishes the winches pull the 
chains tighter, wrenching joints and 
stretching the victim's spine causing 
ther to screams in anguish, Every round 
the organ also releases two belkers 
trapped within its pipes (ste Creatures 
below). When the tune plays through 
the fifth time (at the end of the fifth 
round) the chains pull hard, drawing, 
the manacles (and any limbs entrapped 
in them) all the way to the base corners, 
of the altar, This undoubtedly rips the 
hostage to pieces, spraying gore in 
all directions, 

Aficr the organ plays the phrase the 
third time several of the pipes begin 
spilling insanity mist (Dungeon Master's 
Guide 297) into the room, Every round 
after the third, everyone in the shrine 
must resist the effects of the airborne 
toxin, At the end ofthe fifth round organ 
plays its hightest note. The pipe that 
plays this note is connected to a horn 
of Blasting mounted on it. The blast of 
sonic force shatters the stained glass 
dome above and brings a hail of razor 
sharp shards down on everyone in the 
room dealing 546 slashing damage (DC. 
25 Reflex save to avoid). Damaging the 
organ in any way causes the winches, 
within the altar to immediately release, 
tearing the hostage apart. 

‘The only way ta disarm the trap lies 
in the cryptic clue sent to the PCs by 
the Rayen in the fourth manuscript 
fragment, The letters of the words of the 
poem areactually musical notes. Theline 
Of the poet that reads “ebbladebedead” 
is the phrase being, played over and 
over again. Any PC may make 2 DC 20 
Perform check related to music (sing or 
any instrument) to zealize the melody 
spélls out the first line of the poem the 
Raven sent them. If "begbedeat” (the 
second line) is played in any key the 
organ's ceases its lethal melody, 
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‘Adamantine Manacles: Hardness 20: 
‘hp 50} Break DC yo; Open Tock DC 35. 

Creatures: Five belkers are trapped in 
airtight compartments in the organ. Fach 
time the phrase begins ina new key one 
of them is released. The angry vaporous 
monsters potir out of the organ’s pipes, 
appearing tobe smoke or gas at first, and 
then immediately attack the PCs-and the 
NPE hostage fighting to the death 

Belkers (5 hp 38 each;, Monster Manual 
page 27. 

Treasure: The horn of lasting attached 
fo the organ in the upper niortheast comer 
af the room. Assuring the PCs can reach 
it, it can be zetrieved easily 

‘Ad Hoc Experience Award: Ifthe PCs 
unzavel the riddle of the poem and song 
and save the hostages Tifé in this manner, 
award them experience as ifthey defeated, 
a CR 1¢ cresture, If they use some other 
means (such as teleportation magic ot 
picking the lock on the manacles) in time 
tosave the hostage, grant them experience 
equal toa CR 6 creature 


4, HISTORICAL FIGURES OF 
SHARN (EL 8) 


This room has been divided into several 
smaller corridors by long rows of display 
czzes containing marble busts, Each dis- 
play case has a small plaque that contains 
some information about the famous per- 
son depicted by the cavving-A strange mut 
tering sound fillsthis toom, its soure: hard 
to pin down. At the far end of the rom, a 


narrow staircase winds down. 


This corridor is lined with marble 
busts of Sharn’s most notable personages 
throughout history, Villains such 3s the 
Lady of Plague rest beside great heroes 
like Fathen of the Silver Grusade, Bre 
Founderof Breland, and Lord Hass "Tain. 
Bach tells their tale via permanent magic 
mouth effects. A circular alcove contains 
several more busis in niches liningastone 
stairwell spiraling down to areas, Halfway 
down the stairwell is one of the hostage 
‘this unfortunate soul is entombed in 
the wall of the niche with only their head 
exposed (Viz a stone shape spell) 

‘Trap: A guillotine-styleblade is housed 
in the stone wall above the hostage’s 


‘interest. You may use these archives to 


neck, slicing down and beheading them 
ifany pressure is applied to the wall. 

Guillotine Trap: CR 5; mechanicaly 
pressure trigger; no reset; no Save} 
decapitation of hostage; Search DC 15) 
Disable Device DC 25, 

Creatures: As soon as the PCs enter 
the stairs the Raven releases a switch, 
“Yhis opens two alcoves above the stairs 
and ahidden chamber below, releasing a 
gibbering mouther from each, The three 

yapy exeatures flow up and down the 
stairs to attack the party, their madden 
ing gibbering drowning out the male 
mouth exhibits 

Gibbering Mouthers (3): hp 49 each; 
Monster Manual x26, 

‘Ad Hoc Experience: lithe PCs save the 
hostage, award them experience equal to 
2 CR6 creature, 


5. BASEMENT ARCHIVES 
‘This gigantic complex of underground 
chambers is filled vith nothing but row 
upon row of strongbexes and shelves 
brimming with official documents— 
edicts of the council, merchant's licenses, 
birth and death certificates, tax collec~ 
tion records, censuses, drattreceipts, ete, 
Otheewise this area contains nothing of 


resolve same mystery in your PCs’ pasts, 
to present any number of adventare 
hooks, orto offer information important, 


to other adventutes. 


6, PRINTING PRESS (EL 11) 


A deafeninggorchestra of gnashing machines 
thunders within thislarge room. Reinforced! 
wooden flooring sags under the weight of 
large printing press formerly used to mass 
produce texts and chronicles. The pressis 3 
writhing fo 
cylinders. Heavy steel plates bearing the 
latest news from over thicty years ago hovel 
n elemental-powered conveyer bell 
bearing thick sheetsof high-cuality vellurn 
The plates periodically slam down on tha 
<ellum with crushing force. 


fest of whirling gears, belts andl 


over 


Long ago, this printing pres 
produced the Sharn Inquisitive’ 
predecessor, the Dagger Ford Chronic 
and copied important textbooks for 
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number of academies throughout the 
tity. Now the Raven uses the press as a 
bloody deathtrap. 

‘Trap: An NPC hostage is suspended 
above the press bya series of steel cables. 
‘heir veins and arteries are riddled with 
exsanguination canals feeding the ink 
reservoirs above the steel print plates 
‘As soon as the PCs enter, the machines 
begin vacuuming blood from the NPC's 
body: To make matters worse, the same 
NPC appears also to be strapped with 
more stecl cables lo the arcme conveyer 
splayed out over a sheet of vellum. One 
of them is actaallyVrimn. The Raven took 
great pleasure in tying the changeling up 
in cables and then painfully implanting 
dozens of exsinguination canals into his 
body, ‘The Karen then made it yery clear 
to Vrinn that his only chance to gnin ftee- 
dom before the pumping canals reduce 
himtoabloodlessgreyhusk 
fullyimpersonate the party's NPC associ- 
ate so they release hits. Meanwhile the 
actual NEC restrained lo the conveyeralso 
has mere moments lefi to live before the 
heavy steel plates smear him across the 
yellum. ‘The PCs mnst succeed on a Spot 
or Sense Motive check against Vrinn’s 
Disguise or Bluff check to tell the impos- 
terapart from the real captive. 

Six rounds after the PC 
NPC hostage is pulped by a crushing 
steel print pte. In the meantime, Veinn 
takes 1dje points of Constitution 
damage every round he is connected 
to the exsanguination tubes. In order 
to remove the 20 exsanguination tubes, 
in Vrinn, a PC must make a Use Rope 
check (to tie off the tubes) or Heal check, 
(to sately remove them withont burst- 
ing arteries) every round. A result of 10, 
on either check is good enough to-deal 
with one tube, and for every 5 points 
‘by which the result exceeds 10, another 
tube caribe safely removed, 1Fthis check 
fails or the PGs simply rip the tubes off, 
Vrinn takes 1d6 points of Constitution 
damage for every tube removed. For 
every fixe tubes removed, subtract one 
fiom the amount of Constitution dam. 
age the changeling takes every round. 
When the last tube dealt with, Vrinn is 
safe, Alternately, 2 DC 30 Disable Device 
check renders the pump inoperable (A 


to success 


eater, the 


DUNGEON SEPTEMBER 2007 ot 


NICOLAS LOGUE 


DC a5 prevents the pump from operat- 
ing fora round) 

Ereeing the actual NPC fs a matter of 
severing thesteel cables tying them to the 
conveyer, Six cables anchor the NPC, and 
theconveyermores him 1c feet per round. 
The press is also raised 10 feet off the 
ground, so unless PChasa reach weapon 
they must ascend onto theconveyer witha 
DC Climbs check to hack:t the eables. IF 
they donotstand on the moving conveyer 
they mustakso spend move action to run 
alongside the press in order to contimue 
attacking the cables, 

Clockwork gears and swinging steel 
plates and bars whisl and swoop (nar- 
rowly missing the supine hostage until 
theendofroundsis). Anyone standing on 
oradjacentto the conveyer is attacked by 
dq gears, bars, or plates each round (He 
melee, 246 bludgeoning damaze) though 
they may make a DC15 Tumble check to 
avoid these attacks, Any PC-may make a 
DE 30 Disable Device check to deactivate 
the conveyer and whirling press machin- 
eryabove, ADC2s on the check slows the 
conveyer for one round. 

Steel Cables: Hardness 8; hp 15; Break 
DE a5; Use Rope DCs, 

Creatures: To frrther hinder the party, 
three rancid beetle zombies skulk in 
this chasnber, attacking the PCs as they 
strive to free the hostages These hideous 
abominations appear much like regular 


zombies but give off'a zancid scent ax 

their flesh writhes with the swarm of dis- 

gusting, chittering beetles beneath. They 

fight until slain, pousing forth their ran- 

cid beetle swarms as they fall. 

RANcIo BeerLe Swaxms (3) cre 

Sharns City of Towers 183 

NFirie vermin (swarm 

Init +8;Senses darkvision 60 fe, 
tremorsense 0 f. 

C26, touch 26, fat-footed 18 

‘hp 95 (10 HO) 


Immune weapon damage, swarm traits 


vermin traits 
Fort 18, Ref +11, Will «2 

ever trans ao ee 
Melee swarm (266 plus 
Space 10 f Reach — 
Brae Nk +7; Grp — 
‘Atk Options beetle rot, distraction 


| Dex 26, Com £3, lat 


Seen alee 

Beetle Rot (Su) Supernatural disease. 
Fortitude DC 16, incubation period 1 
minute, damage 186 Con, Each day after 
the first, on a failed save, an afflicted 
creature must immedistely succeed on 
another DC 1b Fortitude save or tke 
1 paint of Constitution drain, Unlike 
‘normal diseases, le rot continaes 
Lunt the vielim reaches Constitution 
O (and ales) ors cured. Im contrast to | 
mmiurimy rot, beetlt rot can be clined asif 
it were 3 normal disease. 

Create Spawn (Su) A living humanoid 
that iskilled by a rancid beetle swarm 
immediately becomes 2 ranad beetle 


zombie,A living humanoid who dies of 
beetle rot becomes a rancid beetle zomble 
in ddAst days 

Distraction (Ex) Any living ereature that 
begins its tim with 2 swarm in its square 
must succeed on a DC 16 Fortjtude save 
of be nauseated far 1 round. 

Rancip Beerte Zomsits (3) cR6 

Share: City of Towers 184 

N Mediu Undead 

Init +; Senses darkvision 60 8, 
tremorsense 40 ft: Listen, Spot—1 

ACIS, touch 1, fatfooed IS 

hp78 (12 HD) 

Immune undead trats 

Fort 4, Ref 45, Will «7 

Spd 20%. 

Melee 2 slams +11 (1d615 plus beetle rot) 

Base Atk (6; Grp 11 

Atk Options beetle rot, distraction 

Abilities Sty 21, Bex 12, Con = Int 
9,Cha2 


SQ animating swarms, ereate spawn, 
sqarm traits 

‘Animating Swarm (Su)Avancid bectle 
zombie is animated by the rancid beetle 
swarm inside it, though they are separate! | 

The swarm takes damage 


creat 
hhormally from are spells that affect the 
zombie, but not fiom targeted spells or | 
cotter attacks on the zombie. Wher a 
rancid beetle zornbie is destroyed, the 
rancid beetle swarm inside pours forth, 
iFit survived its host's 
animating swarm counts asa separate 
creature forthe purposes of XP awards 


ruction, The 


QuO’ 


THE RAVEN 


Beetle Rot (Su) Supernatural disease, 
Fortitude DC 16, incubation period 1 
‘minute, éamage 166 Con. Each day after 
the fist, ona 
creature mustimmediately succeed on 
another DC 1é Forlitudle save or tke 
1 paint of Corstitutian drain. Unlike 
normal diseases, beetle rt continues 
until the view reaches Constitution 


led save an afflicted 


(0 (and dies) oris cured. In contrast to 
muinmiy rot, beetle rot can be cured as if 
itwere 3 normal disease 

Greate Spawn (Su) A living huirranoid that 
is killed by 2 rancic beetle zombie rises 
asa rancid beetle zombie in 1d44 
raurids, living, humanoid who dies 
of beetle rot becomes 2 rancid beetle 
zombie in Ldé+1 days 


7. LIBRARY (EL 12) 


This large musty chamber with sagging 
wooden floorboard: houses dozens of 
shelves heaped with tomes, Some sheles 
have rotted away, depositing their contents 
ia piles among their moldy remains. black 
iron chandelier filled with it candles hangs 
above the northern area of the room, illumi- 
nating a mahogany writing deck below. 


‘There aré many masterpieces among 
the texts here, but the most important 
one as faras the PCs are concernedis the 
filth section of “Stars in the Darkness," 
freshly penned by the Raven. A writing 
desk on the far side of the room is well 
pt, and an inkwell, several masterwork 
quills made of raven feathers, leather 
covers, binding glue, and other writing 
and bookbinding supplies are strewn 
there, Anyone with the Investig 
may makea DC 20 Search check to reil- 
ize that someone just finished writing 
and binding a manuscript. The manu 
script contains original copies of the 
first four manuscript fragments and the 
newly penned ifth as well. 

‘The manuscript is fled among the 
books using the archaic indexing system 
of the Old Archives, Ifthe PCs leamed of 
Corbin’s use of this system they can track 
down his manuscript with ease, If they 
Gid not get this clue from Aletia Car- 
dance, 4 DC 30 Search check is required 
to track the bound manuscript down. 
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‘The fifth manuscript fragment contains 
details on the traps set up in areas 3, 4 
and 6, and ifthe PCs have yet to explore 
any of these areas they can learn about 
‘what awaits them there, 

Greatures: ‘The Raven makes his 
appearance here, hiding behind the 
false wall at the back of the som by 
the stairwell, As the PCs investigate his 
writing desk he attacks by first casting 
‘animate rope and imiying the heavy ropes 
anchoring theblack iron chandelierabove. 
"The chandelier comes cras 
anyone by the desk, inflicting 4d6 damage 
(DG20 Reflex save half) and igniting the 
surrounding paper and wood. 

‘The flames spread 5 feet per round 
unless quelled, and anyone within the 
blaze takes 286 fire damage per round. 
‘The fire eventually consumes the entire 
wooden inner structure of the Archives 
‘unless the party puts itout, 

Gn-the second round, the Raven casts 
warp word on the floorboards below a 
PG, ‘he rotting wood gives way under 
the strain, phinging the PC down 20 
feet to the floor of area 6 below (a DC 
20 Reflex save avoids the fall), The Raven 
then expends 4 charge from his wand of 
dimension door to retreat to the rookery 
above and awaits the party there. 


ing down on 


Corsi “THE RAVEN” ELDRIDGE 

Male human savant 3/utban éruid 6) 
cwachbuckler 3 

Complete Warrior 11, Oragon Compendium 
45,57 

NE Medium humanoid 


Ri 


Init +5; Senses Listen +11, Spot +11 
Languages Common, Dwarven, Elven, 
Goblin, Ore 


AC 3, touch 18, fa 
hp 72(12 HD) 
Fort +10, Ref +10, Will +14 
Immune disease 


displacement, wand of mirar image (12 
charges), wand of charm person (5 charges) 
wand af mensian door (8 charges) 

Urban Druid Spells Prepared (CL 6th) 
grd—nondetection, proteciion fiom eneray, 

stinking cloud (OC 16) 
and—barkskin,hald person (OC 38), 
summon sworm, sirp wood 
ast—animate rope, cure light wounds, 
longstrder, pose without traee 
‘o—ture minor wounds (2) detect magic 
light, paify food and dink 
Abilities Str12, Dex 26, Con 1, Int 


17,cha 15 

SQacademic lore 17, city sense, 
croldwally favored city, grace #2, 
skill assistance (S feet), talent lore 


trapfinding, urban companion 
Feats Alertness, Combat Expert 


Dodge, Improved Disarm, Improved 
Feint, Stealthy, Weapon Finesse, 
Weapon Focus (rapier) 

‘Shills Balance +12, BlufF+15, Climb +6 (48 
ropes), Concentration 49, Diplomacy +9, 
Disguise «8, Escape Artist +16 (+18 ropes), 
Gather Information +15, Hanéle Animal 
46, Hide +13, Jump +8, Knowledge 
(architecture and engineering) +13, 
Knowledge (local) +13, Listen +11, Move 
Silently #13, Open lock +11, Profession 
(writer) +12, Sense Motive «7, Spelleratt 
49, Spat11, Survival 47, Tumble +15, Use 
Magic Device +13 (415 scrolls} Use Rape 
411 [413 bindings) 

Possessions combat gear, ~2 wil stulded 
leather, +1 keen spell storing rapier 
(concealed in raver-hancled cane, 
‘contains hold peraon [DC15)) ring of 
protection +3, gloves of Dexterity +4, vial 
of vetmillion ink, masterwork raven 


feathered quill (3), scroll case and fine 
quality parchment, simple black feather 
‘worker’ boots, black boiled lesther 
baldre, darkwood mask carved in @ 
ravers visage 


Spd 30 # 

Melee +1 Keen spel storing rape +16/+11 
(ideee/15-20) 

‘Attack Options alley fighting, insightful tke, 
sneak attack-+1d, Combat Expertise, 
Improved Disarm, improved Feim 

Spesial Actions urban shape 2/day 

Base Atk +9; Grp #10 


Combat Gear pation of hears endurance, 


pation of cure serious wounds, pation of 


‘Academic Lore (Ex) The Raven may make 
an academic lore rell (whi a modifier of 
+1) in addition to any relevant knowledge 
check to learn about a particular 
situation, person, Item historical event, 
aor other subject, 

Alley Fighting (E2) As long as the Raven js 
fig 
hie gains 341 competence bonus on 
attack rol. In addition, Phe makes a 


ing in an area no wider than S feet, 


QUOTH THE RAVEN B 


melee attarle around corner, his target 


does not gain the benefits of cover 

ily Sense (Ex) The Raven gains 942 
bonus on Knowedge (local) and Gather 
informiation checks, 

rowdwalk (Ex) The Raven can move 


hrough crowds with case, moving as iF 


nan open space, Hegains a +4 bonus 
k, oF Strength 
rough asquare 


an any attack roll ski 


check made to move tt 
hat contains a hostile creature, 

Favored City (Ex) Whilehe isin Starn, the 

gains bonis equal tohis 

jsdom modifier on all Bluff, Diplomacy, 

athet Information, and Intini 
checks. Hea 
on Wi 

Insightfal Stike (Ex) The Raven adds hi 


le bonus 


sagains +2 mor 


ntelligence bonus to damage with any 
weapan that cs with the Weapon 
Finesse fect. Targets immune to sneak 


attacks or critial hitsare immune to the 
ara damage from this abity 
Grace (Ex) The Raven has a +1 competence 
onus on Reflex 
‘Skill Assistance (Ex) The Raven can help 
lide better 


p 104 allies within 5 feet 


These allies can chaase to rephice the 

‘sult of their own Hide checks wit! 
a special check that uss 
ranks in the Hide skill (8 ranks) plu 
Heir Dex modific! 

Talent Lore (Ex) This ability gia 
a bonus fest 

Urban Shape (Su) This ability is (i 


19-8 druid’s wild shape ability except 


the Raven's 


sthe Riven 


hat the list of forms the druid can take 
s more restris len generally 
uses this ability to transform into a 
cds to make a quick 


faven, if he n 


scape or stalk someone unobserved 


1-2 full description of this ability, see 


the Dragon Compendium, 
8. ROOKERY (EL 12) 


‘The wind dashes the rooftop with atorrent 


of black snow and ach, Sickly dark elous 


il in the sky above, Rows of wood 


cages clutter the roof zround the stal 


and swarms of ravens flap their win 


against the wind. Tie frene 


the thundering 


fury of the 


caw riva 


gethering sto 
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‘The Raven awaits the PCs 
here along with two murders of crows. 
Corbin hascharmed the final NPChos 
and had them imbibe a potion of dguice 
silf before dressing them in a long black 
Cloak and a raven mask identical to his 


‘The Raven casts longstrider, protection 


Creature 


ess 


fons eneray, and barkskin before the battle 
is joined. AS the PCs ascend the Raven 
expends a charge of bis wand of mirror 
image with the NPC hostage standin 
adjacent. ADC 5 Spot cheek is neces 
to tell the NPC from the Ravenamidst the 
‘Whirling mirrorimages 

Murders of Grows (2): hp 13 each, 
Monster Manual 237 (bat swarrs 

Corbin Eldridge: hp 7, see page 6. 

Tactics: The Raven first casts hold 
person on a fighter type. He fights 


sary 


between the rows of wooden cages to 
make thie most of his alley fighting class 
abilityand crowdwalk. The Raven fights 
with 2 style and grace simil: 
master-teachei 
ise 10 fil 


© to his 


, employing Combat 


effect and disarming 


adjacent foes. The crows do not harm 
him as they tear at the party. 
Development: IF FCs have the Raven's 


original bound manuscript in theie 


possession and threaten to destray it, 
the Riven falters and becomes shaken, 


He targets the holder ofthe manuscript 


exclusively, attempting to retrieve his 
sterpiece. He threatens to kill the 


hostage as well. IP a PG destroys the 


manuscript, the Raven is dazed for ont 
round,and thereafterfliesintoa ferocious 


rage (no Combat Expertise) and strivesto 
destroy the PC whoruined his writings 


QUOTH THE RAVEN, 
“NEVERMORE"™ 
With the Raven defeated, Shams terroris 
stan endfor now,The fires continuets 
tage in fhe Cogs, and the terrible storms 
of the Black Winter will no doubt grow 
worse hefre tliey clear, but amad killers 
stranglehold on the city is broken, and 
the PCs are lavished with honors, med- 
ils, and rewards for their service, 
tnside the dark recesses of Hell's Heart, 
Viktor’s hate only grows upon learning, 
gel’s defeat, He seethes 
and plots against them, his influence 


of his dark an 


shadows of Sharn's 


churning the diss 
underworld. The party's nightmare is fir 
from over. Ax Tong as their nemesis draws 
breath, they will never be safe. 


1h trincte to the final issue of Duwcxion, 
Nicolas Logue rtived himself as duactr 
He's starting a nevw character named Nico- 
las Kinoshita-Toguc, and his frst eve isin 
special base class: Unemployed. Also tn tr 
tte to Dunceon’s last hurrah, Nick exiled 
birasefffom the paradise of Has 
hased in the City Thai Newr Sleeps, where he 
ie Cty of 
ry chance he gets He swxars the 


3, Newly 


is homeless, Nick enjoys a jaunt to 


villains of this adventure are not in any way 
wlobiographical Many thanks and hats offto 
“Jusnes,Jacobs, Erk: Mone, Jeremy Walter, and 


James Lafond Sutter for all the good fimes in 
these pages. 


Prince of 
Demons 


reignas first among derion lords maybe coming toan end, The stormelouds gather 

ss his inviolate sanctum is about to be breached byan unlikely alliance from across 
the planes, Despite its combined strength, this inyasion offers no guarantecs of success, 
For the alliance faces no house of straw, but rather the entrenched hordes and reinforced 
ramparts of the home of the Prince of Demons. 

“Brince of Demons’ is the final chapter in the Sayage "Tide Adventure Path, a complete 
campaign consisting of 12 adventures appearing in DunczoN tnagazine, For additional aid 
in running this campaign, check out Deacon magazine's monthly “Savage Tidings’ articles, 
a series that helps players and DMs prepare (or and expand upon the campaign. 

‘The PCs should be aoth-level when they begin “Prince of Demons!’ 


R ailing uncontested in his Abyssal layer of the Gaping Maw for eons, Demogorgon's 


GBY GREG A. VAUGHAN, 
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Adventure Background 

"The pieces are in place and stand ready 
for an epic assault on the home plane 
of Demogorgon, an assault that could 
change the power structure of the multi- 
‘yerse—though whether history willrecon 
the endeavor to have been heroic or fool- 
hardy remains to be seen. Few know that 
Demogorgon's greatest war is notagainst 
Graz'zt or Orcus or angther physical 
antagonist, but against himself—his two 
heads, Aameul and Hethradiah, both long 
forsole control over his body and domain, 
Countless times before, Demogorgon's 
plans haye failed as his personalities, each 
considering themselves the true architect, 
unknowingly sabotage the other's work, 
Without this hidden disadvantage, there's 
no telling what Demogorgon could have 
accomplished, Aameil has tried fo mur- 
der Hethradiah before, but in an ironic 
paradox, without one, the other cannot 
exist, Now, Hethradiah has stumbled 
upon a solution that may just work. 
Rather than destroy Aameul, he hopes to 
absorb him—io merge completely and 
become one. 

Using eldritch ritmils learned from the 
obyrith demon prince Dagon, the Prince 
of Demons used the first savage tide to 
‘undo the empire of Thanaclan 1,090 years 
ago, At the time, the savage tide was merely 
one of many idle distractions tobring ruin 
and despair to the Material Plane, but it 
also served as the genesis lor Hetiradiab’s 
plan, Ever the more savage and feral of 
the two personalities, Hethradiah theo- 
ried that, with a potent enough vortex of 
savagery harvested From a large enough 
source, he could transform Aameul into 
something more akin to himself allowing 
the two to become one. All he needed was: 
a savage tide large enough to drive mil- 
lions mad. His solution: seed dozens of 
‘Material Planc cities with shadow paarlsand 
then trigger them simultaneouslythrough 
a master pearl kept safe within an ancient 
edifice on the shores of the Brine Flats—a_ 
primeval temple to the Prince of the Dark~ 
ened Depths known as Wat Dagon. 


Adventure Synopsis 

‘The PGs gather theis forces and lay their 
plans for the invasion of Gaping Maw, 
After aiding in the taking of a beach in 
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Demogorgons realm, they must avoid 
demonic assassins and aid Orcus's 
legions on their march to Lemoriax, 
along the way lifting a magical effect that 
‘bars entry into Wat Dagon, the ancient 
temple that holds the master pearl capable 
of triggering the mass savage tide. ARer 
fighting through Wat Dagon’s defend- 
ers, the PCs finally attract Demogorgon's 
attention. [fthey wish to stop the savage 
tide, the Prince of Demons must fall. 


Adventure Hooks 

‘This adventure begins after the PCs have 
secured the aid of several like-minded 
entities who wish to see Demogorgon 
yet you need not have played the rest 
Savage Tide to make use of “Prince of 
. Demagorgon is one of D&D's 
‘greatest villains, and the adventure can 
serve as a capstone to any campaign in 
which the Prince of Demons has played 
a major role; simply substitute ont the 
master pearl at the end of the allventure 
far whatever device or plan he has in your 
campaign. Alternately, you could use this 
adventure asa “bank” of stat blocks and 
‘encounters for any adventure in which 
you send your PGs into the depths of 
Gaping Maw, Maybe they've been hired 
by a powerful good oulsider to defeat 
Arendagrost, or perhaps the soul of 
loved one has been captured and is being 
‘kept by General Ghorvash along with 
(or instead of) Vanthus Vanderboren's 
doomed soul, 


Demon 


PART ONE: THE CALM 
BEFORE THE STORM 
As the previous adventure came to a 
close, the PGs recruited several differ- 
ent armies and agents for the coming 
assault on Gaping Maw. Demogorgan's 
parancia and whispers of an army 
gathering against him have set his own 
defensive forces mto motion, yet he 
certainly doesn't suspect a coordinated 
attack by several of his enemies at once. 
‘This, combined with the fact that smul- 
tiple enemies will cause his divided 
nature to work against hia, is the PCs’ 
greatest advantage 

Yet it isn't going to be as simple as 
storming Gaping Maw—before the 
PGs ean even think about planning the 


assault, theyll need to gather the lead- 
ers of the disparate armies and convince 
them to work together, Orcus, Charon, 
Malcanthet, Gwynharwyf, and Iggwily 
‘nay all haye their own reasons for want 
ing toattack Gaping Maw, but each have 
their own goals and prejudices as well. 
Teft to their own devices, each group 
waits for another to make the first move, 
intending to swoop in once Demogor- 
gon’s defenses are focused elsewhere to 
claim victory for themselves, As aresult, 
aothing develops of the assault until 
someone sets things in motion. This 
responsibility falls to the PCs. 


Gathering the Forces 

Depending on their success in the 
previous adyenture, the #Cs should have 
contacts with several of Demogorgon's 
enemies. This adventure assumes those 
enemies are Gharon, Iggwily, Malcanthet, 
Gwynharwyf and Orcus:if the PGs failed 
to secure the aid of one of these allies, 
make sure to apply the appropiate 
adjustmentsto the adventure. 

Contacting these five should be a sim- 
ple matter forzoth-level characters—the 
ted tape they experienced in the previ- 
ous adventure is no longer a problem, 
arid: whether they show up to personally 
invite these five to war or send mesen- 
gers makes no difference—the five are 
predisposed to accept visits from the PCs 
and theiragents, provided each is treated 
with the respect they think they deserve. 
Securing a time when the five plus the 
PCs should meet to discuss thelr plans is 
simple, but deciding onalocation might 
be more difficult. 

‘All five initially demand that the War 
Council take placein their own domains, 
forcing the others out of their homes 
and into dangerous territory. OF course, 
none of the five react well to the others’ 
demands—the only real solution is for 
the PCs to pick a meeting location that the 
other five begendaingly ace 
tral ground” There are yery few places in 
the multiverse that qualify as such; a few 
ate detailed below, but your players may 
comeup with something equally feasible. 
If your PGs are having trouble coming 
up swith ideas, the following three loca- 
tions are each assigned a Knowledge (the 


planes) DC that a character can make to 
come up with that location. 

‘The River Styx (DC 30); Although the 
others initially balk at the notion, the 
River Styx is actually a feasible site for 
the meeting, Charon’s power hereis such 
that the others won't try anything firmny, 
but before they'll agree to meet here, they 
must be convinced that Charon won't 
take advantage of them, This requires a 
Diplomacy check, msde once for 
Orcus, and Gwynharwyf— 
Igguily undecstands Charon’s nature 
and personality better,and she antomati- 
«callyagrees to the site ifthe others do. If 
the war council convenes here 
aboard the Sea Wyvern 

Sigil (DC 355 The city of Sigil, perched 
stop the central spire in the Outlands, is 


one of the classic “no-man’s lands” for 
meetings of this sort. The Lady of Pain's 
tule over the city is such that only the 
most foolish of creatures would cause 
tcouble. Yet the féar that Demogorgon or 


his agents «night be active in Sigil remains 


present, Fach of the five pritiaries must he 
convinced with a DC 4o Diplomacy check 
that the PCs have secured asite that's sate 
from such influences, I'yau haveaccess to 
material covering Sigil, feel free to- make 
the securing of such a siteas complex as 
‘you wish—otherwise, the PCs can rent 
a location in the Azure Iris, a gambling 
tayern and inn that specializes in out 
ry oom for secret mectings, 
Verden (NF female elfrogue 11) generally 
charges what her customers ean afford— 
in the ease of such obviously high-level 
characters, she charges 20,000 gp for the 
best room in the house—the “Diamond 
Suite.” OF course, the Lady of Pain forbids 
theentrance into Sipil of any cresturethat 
‘has worshipers —Gwynharwyf, Oreus,and 
‘Maleanthet must send proxies (as detailed 
below) ifthisis tobe the meeting site 
Outland (DC go): Near the center of 
Outland, at the heart of the multiverse, 
the spire on which Sigil is balanced 
rises—here, even the magic of the gods 
is suppressed, While none of the fiveare 


Ungorth 
Redaik 


ney 


Brine Flats 


interested in meeting in a place where 
their magical defenses won't work, its 
actually a relat 


arrange for a mecting in the spire’s 


ely simple matter to 


proximity. At goo miles trom the spire's 
base, oth-level spells in particular, asinal 
projection) no longer fimetion, but the tia- 
man's-land mentality extends to arange 
of,2¢0 miles—an arrangement to hold 
the council of war anywhere within this 
range is automatically accepted by all 
five allies. 


Council of Wa: 
Since the Council of War could take 
place anywhere the PCs can convince 
their allies to meet, no description of 
the meeting site is given. In any event, 
few of the five ate interested in attending 
the council in person, but instead send 
trusted proxies, Ifthe PGs don't think to 
arrange accommodations for the meet- 
ing, any of their allies can provide thern 
using spells like Mordenkainen’s magnifi- 
cent mansion or arod of splendorborrowed 
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from a private treasury as needed, The 
method of representation, the role in 
‘battle, and the particular secret goals for 
assaulting Gaping Maw for each of the 
five are given below. When the council 
begins, all five are bickering and arguing 
leave it to the PCs to call for order and 
lead the discussion. Although their allies 
are powerful, this is the PGs! fight—let 
them lead the way. 

Charon: If the meeting occurs on 
the Styx, Charon attends in person, 
Otherwise, he sends.a proxy in the form 
of a lost soul, a petitioner recruited 
from the countless dead that make 
their journcy along the River Styx. 
Of course, Charan does not select 
his proxy idly; he picks someone 
with ties to the PCS, Rowyn Kellani is 
perhaps the best choice for this role. 
Still enraged at Demogorgon for his 
disruption of the River Styx at the ead 
of “Wells of Darkness,” Charon has little 
interest in the battle other than seeing, 
Demogorgon suffer. With countless 
anarrenoloths (Monster Manual IT 203) 
‘under his command, Charon can send a 
fleet of yugoloth toatmen into Gaping 
Maw to support assaults on Abysm and 
the Claws of Belcheresk and provide 
floating platforms for the invaders to 
attack from. He has no ulterior motives 
in the battle, 

Gwynharwyf: Gwynharwyf attends 
the Council in person if it is held in 
the Outlands or on the Styx and is 
accompanied by Celeste, but if it takes 
place in Sigil, only Geleste attends. 
‘The eladrin paragon is the least likely 
to betray the PCs, but working in close 
tandem with demon lords and Iggwilv 
still tries her patience. Yet her hatred 
of Demogorgon bums brighter— 
the Prince of Demons captured 
and humiliated her long ago, and 
Gwyaharwyf sees this as-an excellent 
opportunity to realize yengeance 
against him, She has secured two 
cladrin hosts from her queen Morwel, 
each comprising 50,000 eladrinsapiece. 
Her desire to see Demogorgon suffer 
and even perish may inadvertently 
offset some of the advantages the POs 
have ayeinst Demogorgon later in 
the adventure, 
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Iggwilv:"The Witch-Queen attends the 
council with her four arcanaloth appren- 
tices, traveling vie astral projection, She: 
oes not truly have an axe to grind in 
this battle—she's seen countless wars 
fought on the Abyss between demonic 
powers before, but never one invol¥- 
ing cooperating eladrin and demonie 
armies, Her interest in the tattle is more 
one of scholastic curiosity than mything 
else. Iggwilv’s primary contribution to 
the battle is transportation—using her 
epic magic, she can open several por- 
tals into Gaping Maw through which 
Gwvynharwyf’s and Orcus's armies can 
invade, OF course, she does havea secret 
agenda as well—once the PCs have used. 
the Iron Flast of Tuerny, she arrives to 
elaim the artifact as her own in partial 
payment for all the aid she's provided 
the PCs, Her goal is touse the artifact to 
capture Demogorgon’s parting, essence 
should the PCs defeat him—the artifact 
cannot capture a being as powerful as @ 
true demon lord (only thet aspects), Dut 
Tggwil thinks she can use it to gather 
what remains of Demogorgon's primal 
animus once he is defeated. 
‘Maleanthet: Tf in “Enemies Of My 
Enemy," Malcanthet convinced @ PC 
to accept her Queen’s Kiss ability, she 
should retain a link with that PG. In this 
event, she attends the Council via this 
Tink, using the PCto observe the council 
and make her will known, taking part 
in the discussion via telepathy and 
depending on her PG agent to repeat 
her words aloud, Otherwise, she attends 
vvia astral projection, or sends a Radiant 
Sister bearing the Queen's Kiss if the 
meeting takes place in Sigil. Malcanthet 
does not offer an army, claiming that 
Demogorgon “knows her tricks” and 
that her incubus infantry wouldn't be of 
much help, However, she can manifest 
her spell-like abilities through a PC 
beating her Kiss, and volunteers aid 
in this manner—if no PC currently 
bears her mark, she arranges to place 
it on a volunteer at some point betore 
the batile begins. Accepting her aid 
in this manner is a chaotic evil act, 
Dut in the grand scheme of things a 
minor one, especially if the PC takes 
pains to remove the mark via dispel 


chaos or dispel evil once the adventure 
is over, OF course, being 2 demon lord, 
Malcanthet isn't entirely forthcoming 
about her reasons for aiding the PCs 
in this battle, Now that the war is on, 
whatever the outcome, her alllance 
‘with Demogorgon isabout to end—she 
suspecis that Demogorgon's time has 
come to an end, and knows that once 
he's defeated, the mantle of Prince of 
Demons will shift. She doesn’t want 
that crown for herseli—t brings with 
it toa, much in the way of enemiesand 
trauble—but she does very much want 
to be allied with, and perhaps control, 
whoever does inherit the crows. In fact, 
hergoal is to try to coax her PC agent to 
attempt to dain the title, betraying the 
‘reat of the PCs if necessary. 

Oreus: Orcus, still not completely 
convinced that this whole thing isn't a 
ruse to draw him out of Thanatos and 
intoa trap, sends aa rotten, skambling 
Dlood-staiied cadaver known as 
‘Xerivar as his proxy no matter where 
the meeting takes place. Three quasits 
‘perch on Xerivar's skull and shoulders, 
casually tearing away and consuming 
‘small strips of his putrid flesh as they 
observe the proceedings. Xerivar speaks 
‘with Orcuss Voice, serving as a direct 
Fink to the Prince of Undeath. Orcus 
has Committed four of his legions to 
the invasion, the V Asphyxian, the IX 
Exsanguinos, the XI 
his vaunted personal legion—the 1 
‘Thanatos; ¢ legion that has never been 
defeated in battle. Each legion consists 
of 35,000 assorted demons and undead. 
COreus leaves command of these legions 
lo his generals, and makes plain his 
intent to confront Démogorgon atop 
‘the Prince's fortress of Abysm, a bold 
move indeed, Orcs desperately wants 
to be the one to defeat Demogorgon, 
and not just because he wants his 
power, Of all the demon lords in the 
Abyss, it is Orcus who has the largest 
cult of followers on the Material Plane. 
Itis Orcus who is closest to becoming 
agod, and he hopesthatthe additional 
influx of Abyssal power he would gain 
by defeating his ancient enemy would 
finally be enough to catapult him fually 
into the ranks of the divine, 


Decapitus, and 


lan for 
Hand- 


et the PGs devise the battle 
the 
out #1 contains the most up-to-date 
‘bout the movement and 
locations of Demogorgon’s army on 
Maw as gathered from eladrin 
mic spies scattered through- 
rand augmented with any 
papers the PCs may have discovered in 
Enemies Of My Enemy. 
tantly, the map indicates five locations 


seault on Gaping M 


information 


Gaping 


and de 


out the 


More impor- 


PCs can stage their initial 


invasions of the Abyssal layer—these 


locations are called portal point: 


Portal Points: Iggwilv can us: 
magic to simultaneously open se 
enormous gates aerc 
Maw, 


al 


s the face of 
din 
nies to invade 


Gapin, allowing the © 
armie 


from 


id demon a 
ny point in the 
nfortunately, these portals ean only 


multiverse, 


be opened in a few places in Gapi 
Maw where the planar bounds 


weak enough to bear such an invasive 


re 


and enormous portal for any length 
ime. There ate five such poi 
relatively clo: 


roximily to Lemoriax, 


but the catch is that Demogorgon 
knows where these points are, and has 
stationed! Lemorian legions 
Once armies go throngh, the battles: 
begin immediately. Gwynharwyf’s 
preference is to attack from the flanks, 
sending the Tourbillon Gale Host in 
from the Blood Run portal point and the 
Starry Night Host (to be commanded by 


them: 


Celeste)in from the Oldelot 
point, and th 
other without worrying about having 

jehind 
them. Orcus's preference is exactly the 
he prefersto stage his 
at the Lemoriax postal point so that 
his forces can strike hard and fast at 
al city, This leaves 
twomore portal points ux 
deeper in theScreaming Jungle rumored 
to be guarded by not only a legion of 
demons but by one of Demogorgon’s 


‘ave portal 


o press in toward each 


any of Demagorgon's legions 


opposite 


Demogorgon’s capi 


ued —one 


The Scabwash 
Sentinels 


wa 


deadliest spawn—Arendagrost),and one 
along the Brine Flats (which has been 
fortified with a defensive battery of 
demons, butis easily theleast-defended. 


the five points) 


If the players arent tactically minde: 
nly leave the planning of 
the assault to Gwynharwyf and ¢ 
d hands at such things, and 
their advice is sound. Left to plan the 
ron theirown, the forces available 
to the PGs deploy as follows: 

‘Charon’s Fleet: Charon's fleet of 5,000 


they can cert 


both are: ol 


marraanoloths are best utilized at 
in the Brine 
interference 


lats, where they can run 
inst the forces of the 
balor Belcheresk's fleet, preventing them 
from providing aid to the land-based 
assault while at the same time pulling 


Demogorgon’s attentions to yet another 
is realm 

Gwynharwyf The eladrin paragon 
personaly leads the Yourbillion Gale 


corner of 


The Claws of 
Belcheresk 


Kolurenth. 


The Stygian 
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Hostat the Blood Run portal point, while 
Celeste commands the Starry Night Host 
at Oldelot Cove. 

Iggwily: Beyond creating the pot- 
tuls through which Gwynharwyf's and 
Orcus's armies invade, Iggwily hes little 
to add to the fight, She can certainly be 
convinced to open an additional portal 
for the PCs and any allies they wish to 
bring along if they wish to invade Gap- 
ing Maw via one of the portal points. 

‘Maleanthet:"The Queen of Succuibi keeps 
het involvement subtle, acting through her, 
chosen PC agent. Remember, she can not 
only observe the world through heragent’s 
senses, but can use the agent asa focus for 
any of her spellike abilities. The PC does 
get to choose when and how she uses Uhese 
spell-like abilities, but neither do they t 
anaction on the agent's part tout 
PC agrees to serve a Malcanth 
she feigns insult a being rebulfed but does 
rot velunteerany other support. Left to her 
cown devices, she sends a disguised asiral 
fojection stealthily into Gaping Maw so she 
can maintain an eye on things ik 
ing along in the PCs’ wake, 


follow- 


Orcus ThePrince of Undeatli deploys 
his legions in order of expendability, 
beginning with the V Asplyxian via the 
portal point closest to Lemoriax. He filly 
expects the V Asphyxian to be destroyed, 
and plans on sending the IX Exsangui- 
nos legion in immediately thereafter 
to break Demogorgon’s forces in the 
region and establish a beach head: He 
then wishes lo send in the XIII Decapi- 
tus to march to the gates of Lemoriax. 
At the same time; Orcus intends to chal- 
lenge Demogorgon himself, planning on 
deploying the 1 Thanatos against Lemo- 
riax once Demogorgon is defeated. 


Plies in the Ointment 
Three other demon lords likely have an 
interest in how things tur out in Gap- 
ing Maw, yet their presence is minor or 
‘behind the scenes, It's unlikely that the 
PCs ever learn the full extent of thetr 
involvement, but they are quickly sum- 
marized here tor the DM, 

‘Ahazu: If the PCs promised Ahazu 
the Scizer a replacement prisoner, 
Demogorgon certainly fits the bill, 


Storming the Beach 
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several other villains the PCs encounter 
during this adventute. But before Ahaza 
can seize the xeplacement, that creature 
smust be killed, At the moment of death, 
the agent of said death must consign 
that creature to the Wells of Darkness by 
‘yerbal proclamation, at which point the 
yecuum left by Shami-Amourae’s vacancy 
‘can reach across the Abyss to take away 
the victim. If the PCs promised Abazu 
a sacrifice but do not deliver on this 
promise, the repercussions are detailed 
in Concluding the Adventure. 

Dagon: The obyrith lord Dagon is where 
‘Demazorgon first learned of the process 
for creating savage tide, Dagon, being the 
ancient source of revelation heis, suspects 
that Demogorgon’s bid to unleash the 
savage tide would indirectly result in his 
destruction, and as things drav to a close, 
the obyrith Prince ofthe Darkened Depths 
slips near to the waters surrounding the 
Shadovsea side of Wat Dagon and quietly 
attempts to claim the crown as his ownas 
Demogorgon isslaln. 

Graz’at: Like Dagon, Grazzt lusts for 
‘Demogorgon’s crown. The Dark Prince 


is currently embroiled in a complex plot 
involving Lolth, but keeps an ear to the 
ground, likely paying his sometimes 
lover Iggwily for whispered updates as 
the war progresses. Yet unlike Dagon, 
Graz‘at does not suspect Orcas, the PGs, 
and their other allies can defeat the Prince 
of Demons—how could they, when such 
aprize has eluded Graz himseli? Still, 
once the PCs confront Demogorgon, 
Grazat’s hidden agents in Gaping Maw 
inform him, and the Dark Prince uses a 
secet portal to enter a sechided point in 
the Screaming Jungle so he'll be able to 
make a claim for the erown aswell when 
the time comes, 


‘The Savage Tide 
Yet all thisis, for the PCs nothing more 
thin a distraction, The outcome of the 
Bittle of Gaping Mawis, in the end, irrel- 
‘evant to what they are here to prevent— 
the savage tide, Although the details on 
where and how Demogorgon's planning 
on triggering the savage tide are secret, 
it should be a relatively simple matter 
for the PCsto determine what theyneed 


to know. If they recovered Bagroma 
reports and other battle orders at theend 
of “Enemies Of My Enemy,’ 1d4hours of 
investigation of the reports by someone 
who can read Abyssal reveals both the 
location and the method. Alternately this 
information can be discovered through 
powerful divination spells like ammune, 
contact oiher plane, legend lore, or vision. 
As the PCs soon learn, the problem isn't 
finding out where and how Demogor- 
gon’s going to trigser the savage tide, but 
how to get to the site in question, 

All 34 of the shadow pwarls seeded 
throughout the Material Plane are linked 
to a master peerl which is kept safe in an 
ancient structure perched on the shores 
bf the Brine Flats. This structure is Wat 
Dagon, an ancient temple raised fromthe 
raw thatter of the Abyss by devotees of 
the Prince of the Darkened Depths eons 
ago, Wat Dagon squatted on the shores 
of the Brine Mats bufere Demogorgon 
came to mule here, and it was the Prince 
of Demon's favoted site for contacting 
Dagon foradyice or to learn more sccrets 


of the Abyss. Itwas here that Dagon taught 


Demogorgon how to exalt shadow pearl, 
and itis deep within the building that the 
master pearlcan be found. 

Bagromar's notes indicate that the 
master pearl is the key Demogorgon 
intends to use to tripger the savage tide. 
‘The notes go on to indicate that, while 
the time is not yet right to trigger the tide 
(Gince the event sequiresa specific planar 
conjunction), that time draws quite near 
‘You shmuld set the timing of this event ax 
fits best with your campaign style—ifyou 
‘Want this adventure to be a race against 
the clock, you ean setthe conjunction for 
only a few days or hours in the future, 
Tm any-event, it should be obvious that 
withont the matter pearl Demogorgon 
cannot trigger the savage tide, 

Unfortunately, no information is 
available on how the master pearl can be 
destroyed or removed from Wat Dagon. 
Research into the nature of similar arti- 
certainly 


facts gives some clues, and il 
possible that Mordenkainen’ disjunction 
can disable the master pearl as well—see 
Page 05 for more details on how the PCs 
can defise the pearl. 


(Hczrouldemon} 


IMarilith\éemon| 
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Milking matters worse is the fact tha 
Wat Dagon doesn't technics 
Gaping Maw, It exists in the boundary 
between the 88th and Soth layers of the 
Abyss, “sandwiched” between G 
Maw and Dagon's realm of Shadowsea. 


ly exist on 


Wat Dagon is, in effect, a miniatuse layer 
of the Abyss ofits own, tiny demiplane 
jernilayer 


fh its own planar 


traits, Access to Wat Dagon is tightly con- 
trolled, and while the interdiction zone 
around Lemoriax functions, 
into Wat Dagon is impossible without 


entrance 


Demogorgon’s consent 


Atthe appointed time, as the forces of the 
eladrins and legions of Thanatos gather 


in their respective locations, Iggwily and 


ces begin 


herappr open a series of 


planar breaches u 


ing an epic spell she 
developed for just such an ansault (che 
used the same magic many years ago to 
organize an invasion of the Flancess, but 


DUNGEON. 5EPTEMBE® 2007 


68 


was defeated by an artifict known as the 
Crook of Rao): There's no real need to run 
the battles between the PCs' allies and, 
Demogorgonis armies—it’s better to sim- 
ply describe the ftles at the times 
when the PCs are nearby. In-any event, 
the PCs! goal on Gaping Maw should nat 
be to aid Orcusior Guynharwyf in their 
batiles—these assaults are merely dis- 


tractions meant to divert Demogorgon's 


attention and resources from Wat Dagon 


ents several ericounters that the PGs can 


take part in, encounters better handled 
by a small group of powerful charac- 
ters rather than an army of eladrins or 
demons (whose strengths are t 
lized against like threats elsewhere on 
Gaping Maw). Each of these encounters 
begins with 2 hook you cant 
the PG 
any order, and not all of them are nei 
ossarily required in order to achieve 
entrance into Wat Dagon. Yet 
of these encounters that the PCs handle 


etter uti- 


fo draw 


fey can be accomplished in 


ch one 


before they attempt Wat Dagon’s deadly 
gantlet will make their final task a Little 
bit easier, for each of these encounters 


offers yel another chance to distract and 
confuse Demogorgon. 

Although Igewilys magic can only 
open portals at five locations in Gaping 
Many, she can send armies from nearly 
any point in the multiverse. The 
magic focuses on a specially pre} 
scepter, one of five that Iggwily has 
prepared (one for each portal point) 
‘The commander of each group simply 
needs to plant the scepter in the ground 
at the location he wishes his end of the 


portal {o'open at. When Tggwill-activates 
the portals, they burst into being with 

blast of electricity and thunder—eality 
ripples aside like @ eurtai 
the steaming landscape of Gaping Mav 
beyond, These portals can be anywhere 
from twenly to a thousand feet wide, 
depending upon the number of troops 
that need to move through, and remain 
open for only a very short tim 


revealing 


Iggwilv closes them—no one wants to 
let Demogorgon's fozees leak out of 
Gaping Maw, afterall, 


Storming the Beach (EL 21) 
The PGs can, of course, use their own 
Tesources to reach Gaping Maw, but its 
nothing for Iggwilv to open up a portal 
for them to step through when she 
wherein Gaping 
Maw A study of the portal points reveals 
that only one of the five is relatively 
anmanned—the "Shore 
Battery,” according to Bagromar’s notes, 
has only about two dozen demons 


opens other portals ¢ 


Defense 


guarding the portal point. The beach 
is a natural bottleneck, too small to 
effectively stage a large invasion and 
edged at either sides by sazor-sharp 
cliffs, yet ifthe PCs can seize the b 
and the bunkers on the nearby hill, 
they'll be able to control one of the five 
portal points, Once the PCs have control 
of this site, Iggwily leaves the portal 
open. As long as the PCs retain control 
of the portal site, they and their forces 
are only a teleport away from escaping 
Gaping Maw, but more to the point, 
the persistent portal should act like an 
itch Demogorgon can't seraich without 
sacrificing defenses from elsewhere. The 
beach portal may be small, but it's one 
more distraction in the war, If the PCs 
ask for aid, Gwynharwyf is willing to 
give them command ofa group of nine 
bralani eladtins led by aphacle eladrin. 
Alternately, you can nse this encounter 
asa template for any large battle that 
the PCs might find themselves inat the 
start of the adventure. If they decide to 
accompany one of the eladrin hosts, 
for example, they may be called upon 
to take out this battery before the host 
itself can advance. 
A muddy beach sits at the edge of a vast 
‘tropical ocezn, bounded tothe left and right 
by jagged razor-sharp cliffs. The expanse of 
beach climbs gradually to a line of defer 
sive fortifications a little over a’ hundred 
feet away. Craters and berms lie in the way 
ofthe approach to this fortified ridge, and 
a thick bankof dark green fog roils fy feet 


above, blotting out views of an alien sky. 


Iggwilv’s portal manifests as a sphere 
of rippling energy just off the shore of 
the beach. When the PCs arrive, they 
can toanifest within the portal itself or 
anywhere along the shoreline itself‘ The 
starting locations of their eladrin allies 
(ifany) are indicated on the Storming the 
Beach map on page 66, 

Creatures: In all, there are 26 demons 
defending the bunkers and the portal 
point site—twelve hezrons, eleven babaus 
‘wo mariliths, and a nalfeshnee—a formi- 
dable foree to fight against, let alone nun 
in combat as a D&D encounter. Take the 
‘time to map out the battlefield foe the PCs 
‘beforehand and allow themto use themap 
to plan theirattack; once they arrive, place 
all the demons that are visible but keep the 
others (including the locations of all the 
blast discs) hidden for now 

‘The demons are aware thatan inya- 
sion could happen atany moment, and 
unfartunat 


ys Tngwilvs portal is fa from 
tle, By the time the ECs and their 
cladrin allies have emerged, the demons 
are ready to fight. 

Note that the bunkers are armed with 
powerfidl siege weapons—three force 
missile ballistae (cach operated by a pair 
of babaus) and a pair of acid launchers 
(each operated bya marilith)—details on 
these magical siege engines are given in 
Appendix One. 

Ghaele Eladrin: hip 65; Monster Man- 
ual 9a, 

Bralani Eladrins (9): hp 45 each; Mon- 
sler Manual 0}. 

[Nalfeshnee: hp 175; Monster Manual 5. 

Mariliths (2): hp 216 each: Monster 
Mama 44. 

Babaus (12) hp 66 each; Monster Man- 
sual 40. 

Hezrous (13): hp 158 each; Monster 
Maral 4g 

‘Tactics: Battles with numerous foes 
can be harrowing to run. Consider giving 
the PGs each whandfil ofeladrins to run 
dur 
demons. 

Before the Battle: The demons are on 
full alert, and even before the BCs arrive 
have several of their at-will spell-like 
abilities in effect. 

+ Babaus: See invisibility. 
+ Hezrous None, 


i the battle ao you can focus onthe 


+ Nalfeshnee: Call lightning, unholy aura, 


+ Marilths: Align sweapon, magic weapon, 
unholy aura, 

First Round. On the initial round of 
combat, the demons quickly mobilize 
and prepare their defense as follows. 

+ Babaus: Bich baban attempts to sum 
mon another babsu, then exders any 
summoned babaus to teleport over to 
engage the invaders in melee 

+ Hearous: Each he: 
mon another hezrou, ordering any 
summoned demons to teleport aver 
to engage the invaders in melee. 


attempts tosum- 
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~ Nalfishnes:'The naltechnee flies up into 
the cloud cover above, circling the bat- 
tlefield but staying within five feet of 
the doud’s edge so he can see out but 
enjoys cover against attacks. His first 
acts to use an area greater dispel magie 
against the PCs, 

+ Marliths:Each marilith puts up a blade 
barrier along the shore, attempting to 
catch as many characters as possible, 
On the Beach: Againstany targets on 

the beach, the demons use the follow- 

ing tactics. 

+ Babsus: The babsus inside the bun- 
‘kers take up positions as indicated 
near the entrances and hide, ready- 
ing an action to attack any enemy 
that enters the bunker ‘The six babaus 
outside, working in teams of two, use 
theie force missle ballistac to fire upon 
random targets 

+ Hezrous: 'Tbe hezrous use unholy 
blights exclusively against the PGs, 
since they know eladrins are immune 
to chaoshammer, 

+ Naleshnee: The nalfeshnee's standard 
act is to blast targets with call Tight 
ning, but if the PCs ever group up, 
he hits them with a slow. IP the PCs 
include a spelleaster whose magic 
seems particularly effective, he feeble- 
minds that character. 

+ Mariliths: Each marilith, by using all 
six arms, can effectively fire an add 
launcher once per round. They do so, 
targeting densely geouped packs of the 
enemy or singling out heavily armored 
foes (who are less likely to have good 
Reflex saves) 

At the Bunkers: Once PCs or eladrins 
reach the bunkers, the demons switch to 
the following tactics 
+ Babaus: The habaits hiding inside the 

bunkers attack fiom hiding to utilize 

sneak attacks; they are jomed by the 
force missile crews only if few targets 
remain on the beach, 

+ Hezrous Once foes reach the bun~ 
kkers, they engage PC: in melee, with 
hezrous unable to reach them using 
unkoly blight indiscriminately. 

«+ Naiféshnce: The nalfeshnee only tums 
his attention to the bunkers if no 
threatening targets remain on the 
beuch, He can't easily fit inside the 
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bunkers, but can land on the ground 

tothe south to use his spell-like abili- 

ties against foesinside—his first actis 
tofry to summon adj more hezrous to 
send against the PCs. 

+ Mariliths:As soon as the Ps reach the 
bunkers, each marilith attempts to 
‘summon another marilth, then moves 
‘toenigage the intruders in melee, 
‘he demons fight to the death, 

so devoted to [and frightened of) 

Demogorgon that theyavoid thestandard 

trick of teleporting away when brought 

to low hit points The price of failure is 
such worse than death on the battlefield 

‘in Demogorgon’s army. 

Development: Once the PCs gain 
control of the bunker, Iggwilv’s portal 
is relatively safe, Surviving eladrins 
take over the site, with mare arriving 
through the portal as needed to keep the 
‘total stationed here ata few dozen. This 
becomies a relatively safe place for the 
PCs to rest and recover, and the portal’s 
constant flickering becomes yet another 
thort. in Demogorpemiy side (with effects 
‘a5 detailed in the sidebar On page 92). 


‘Death of the V Asphyzian (EL 23) 
Orcas himself arrives in Gaping Maw 
at approximately the same fime the 
PCs invade. His confrontation with 
Demogergon is fated to go on for hours 
as the two battle throughout the towers 
of Abysm hundred of miles out to Sea, 
‘put now and thea, the roars of the two 
demon lordsechothrough the sky. Oreus: 
planned his initial assault to coincide 
with an attack on Lemoriax, led by his 
armies. As detailed above, his opening 
gambit is to send in the V Asphyxian, a 
legion of nabassu demons and tieflieng 
mercenaries, to sacrifice themselves as 
a devastating first assault. 
‘Unfortunately, the portal paint closest 
to Lemorias is also a trap, forDemogorgon 
augmented the Demos Horde located 
‘there with one of his deadliest minions— 
Arendagrost, the Maw of the Abyss— 
and ordered one of his partial done 
generals, Tetradarian, to personally lead! 
the defense of the region. Arendagrost 
and Tetradarian’s armies caught the V 
‘Asphyxian completely off guard. As soon 
as the V Asphyxian emerged into Gaping 


ce destroyingthem 


spotent device created 
4g totem of negation, to 
Sdead magic in the area, 
Sether portals. ‘The site 
Secber invasion and the 
destroyed, Tetradarian 
sxx leaving Arendagrost 
lef negation. 

Be PCs finish dealing 
with thei eee assault, one of them 
receayes = Beef sessage vin sending from 
Iggwily herselE “Lemoriax portal point 
compromised. Qreus's legions shut 
out, Arend LIF faxed, we 
can but only if its 
dealt with me The site of the 

asx portal point is known to the 
PCs; if they eam seach it within the hour, 
defeat Arendageost. and remove the dead 
magic zone, Sie armies of Orcus can 
continue the attack Attempts to recruit 
aid fom the eledrins fail —Gwynharwyf 
and Geleste and their armies are locked 
in fantastic battles of their own. T's up 
tothe PGs to open the way for the rest of 
‘Orcus’s forces. 
‘When the BGs arrive at the Lemoriax 
‘portal point, read them the following: 


The jungle suddenly comes 18 an end 
ata blackened swath of char and blood. 
The desolate clearing sprawls for miles, 
‘only recently formed by the wicked blades 
and fell spells of demon spawn. A field of 
blasted stumps and ruin isall that remains 
of the once-tangled junglescape. In some 
places, the teees Jonk burnt, in others 
they are melted, and still others appear 
frozen and shattered. Black blooc, gore, 
and bile—atill frash from the stench of 
it—are splattered across mounds of dead 
fiends and other horrors. The calamity 
seems to have been complete, with no 
clear victors, almost as though both sides 
annihilated each other. At the center of 
the desolation stanils a sinister totem, a 
ten-foot-tall pole of carved demon faces. 
A tattered ‘battle standard bearing the 
black death's head emblenm of Orcus’s V 
Asphysian Legion hangs fromthe totem, 
and dangling fiom ts lower border by its 
hair isthe decapitated head of the legion's 
undead gener: 


Acsearch of the battlefield reveals the 
bodies of nabassu demons, tieflings, and 
various undead creatures, all branded 
with Orcus's symbol. A fiir number of 
bar-lgura, hezrou, and babau are dead. 
here as well, indicating that the battle 
wasn't completely one-sided. 

The totem at the center ofthe clearing 
is a totem of negation, 2 powerfil magic 
item that, when planted in the ground 
and activated, creates an immobile dead. 
magic zone. Magic (ineluding all spells, 
spelllike abilities, and supernatucal 
effects) simply does not function in a 
6o-foot radius around the totem, which 
effectively prevents even Igewilv's 
epic magic from opening a portal 
here. A totem of negation is Fintastically 
expensive and time-consuming to 
create—Demogorgon assumed that an 
invading army would only attemptto use 
the portal point nearest Lemoriax, one 
of many assumptions that may well cost 
him deatly. 

Greatures: The horror that was left 
behind by Tetradarian to clean up 
the battle field and guard the totem 
of negation remains, though it has 
burrowed beneath a mound of corpses 
0 feet tom the outer edge of the dead 
magic zone, Only one ofhisthree heads. 
remains above ground, aud even it 
remains partially covered in the desd. 
In this position, sinee only one of his 
heads is ekposed, Arendagrost's penalty 
to Hide checks from size is negated 
(effectively granting him a +12 bonus 
on his Hide check), 

‘Arendagrost: ip 456; see Appendix'Two. 

‘Tactics: Arendagrost lies in wait 
until creatures approach within 120 
feet (at which point he barsts from 
the ground, charging the closest foe 
to bite on the surprise round) or are 
abont to enter the dead magic zone 
(in which ease he emerges and roars 
a challenge if foes aren't in range of 
a charge). Arendagrost retreats into 
the dead magic zone if faced with 
powerful magic, using Fly-By Attack 
to swoop out of the zone as necessary 
so that he ends hhis turn back inside. 
Arendagrost’s breath weapons and 
death yaze don't finction in the dead 
magic zone, but his physical attacks, 


fast healing, immunities, and damage 
reduction certainly do. 

Development: Arendagrost is closely 
tied to Demogorgon, and the mon 
ster’s destruction is felt by the Prince 
of Demons as @ sudden pang of rage. 
Demogorgen certainly doesnt mourn 
the death of his monstrous offspring, 
but it does add one more distraction to 
the list. 

‘The totem of nejation must be uprooted 
or destroyed to remove the dead magic 
zone. Oace the PCs do so, Igewilv opens 
a portal moments later and Oreus’s 1X 
“Exsanguinos legion (a legion of yam+ 
pire warlocks and fighters) and the XII] 
Decapitus legion (blood fiends, nakassu 
rogues, death giants, and nightwalkers) 
pour through to establish a base of com- 
mand. The commanders of this legion 
ignore the PCs for now, instead marshal- 
ling their forces for the short march to 
Lemoriax where they intend to lay ciege 
to the city. 

Although the XExanguinoshasitsown 
commander, the leader of the NIT Deca- 
pitus legion currently acts as 4 general 
for both legions. This imposing menace 
is the Skull King Quah-Nomag (NE male 
human (ogre-blooded] cleric uglthrall of 
Orcus 3), He knows thet Lemoriax is pro- 
tecled by a powerful interdiction cone 
and curtly asks the PCs to accompany his 
legions to the edge of this 2one—their 
skills may be of use therein, 


Master of Assassins (EL 22) 
Demogorgon knaws about the PCs, and 
Knows they seek fo prevent the savage 
tide, Once the PCs arrive on Gaping Maw 
and begin to take part in the assault, he 
Imows if time to handle them. While 
unable to personally confront them 
(especially if Gwynharwyfand Oreus are 
persent on Gxping Maw),he does have a 
Jarge number of assassins at his beckand 
all. And one of the deadliest of these is 
the bar-Igura assassin Ule-Thurg, 
Creatures: This encounter can 
occur at any time—even after the PCs 
liaye invaded Wat Dagon, although 
this adventure assumes it takes place 
not long afler Arendagrost’s death. 
Demogorgon senses Arendagrost’s 
destruction and orders Ulu-Thurg to 


travel to the Lemoriax portal point as 
soon as’he ean gather his forces. The 
amount of time this takes is left to 
you, but as long as they don't dally, 
the PCs should have plenty of time 
to destroy the totem of negation, Ulu- 
‘Thurg arcivex as Orcus’s armies are 
deploying and decides to bide his 
time, waiting for a good moment to 
strike against the Cs, 

UheThurg, Demogorgon’s master of 
assassins, resembles. lanky, six-fingered 
demonic crangutan. Heleads a group of 
war ape brutes, powerful savages culled 
from the wild fiendish dire ape tribes 
of the Screaming Jungle and awakened 
throngh Demogorgor’s malevolence. 


Uvu-THurs R21 
Advanced bar-lgura zorcereP6/asssczan 8 
GE Large outsider (chaotic, evil fanar') 
Fiendis Coder: Hordes ofthe Abyss 29 
Init +4; Senses darkvision GOL, Listen +24, 
Spot+24 
Languages Abyssal, Celestial, Common, 
Draconic telepathy 100 f. 
‘AC 25, touch 15, Tat-feoted 21; improved 
uncanny dodge, Dodge, Mobility 
bhp 318 (28 HD}; DR 20/cold iron or geod 
Immune electricity, poison 
Resist acid 10, cold 10, fire 10; S16 
Fort +20, Ref +20, Will +17 
Spd 408, climb 20 f 
Melee* Heartsipper +33/+28/423/+18 
(2¢6-28/19-20)43 plus wounding plus 
Vicious) and 
bite +25(ad83) or 
2-claws +29 (1dB417) and 
bite +25 ds) 
Space 10 fl; Reach 10 #. 
Base Atk +23; Grp +39 
‘Atk Options death attack (OC 22), pounce, 
sneak attack +446, Combat Expertise, 
Power Attack, Spring Attack 
‘Special Actions abduction, summon tarar'! 
Sorcerer Spells Known (Cl 10th, +29 
tanged toueh) 
ard @/day}—haste 
and (6/day}—bull’s strat, mitror image 
1st (jday)-—-mage armor, magic missile, ray 
of enfeetlement, shield 
‘Assassin Spells Known (C\| #th) 
sth (day)}—freedom of movement, glbness, 
greater imisitility 
atd (alday)—deeper darkness, fake If 
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‘magic circle against good, misdirection 
and (4/day\—alter self cat’s grace, fox's 
cunning, pass without iroce 

1st (4lday}feether fll, jump, obscuring 
mist te strite 

Spell-Like Abilities (CL 14th) 

‘nt wilderness, cause fear (DC 28) spel 
megic, create teleport (DC 23), see 
inuisibility, telekinesis (DC 19) 

2}day—siguise self invisiblity, malor 
image {DC 17) 

*5-point Power Attack 

Blities Si-34, Dex 16, Con 25, Int 16,Wis 
12,cha 18 

5Q hide in plain sight, poison use, summon 
familiar (none) 

Feats Ability Focus (abduction), Combat 
Expertise, Dodge, Improved Critical 
(pez, Improved Toughness (+1 hpH0), 
Power Attack, Practiced Spellcaster (4 
sorcerer CL), Mobility, Spring Attack, 
Weapon Focus (spear) 

Skills Balance +21, Blu +9, Climb «28, 
Concentration +32, Disguise +9 (+11 
acting), Hide +44, Intimidate 423, Jump, 
+441, Listen +24, More Silently +34, Spot 
424, Spolleraft47, Tumble +22, Use Magic 
Device +19 

Possessions ring of protection +3, ring of 
chameleon power, Heartsipper(#3 wounding 
vicious speer, badge of passage (see 
Appendix) 

Pounce (Ex) Ira barlqura charges fos, it 
can makea full attack. 

‘Abduction (Su) Unlike most tanar', a bar 
Igurs can use greater teleport i transport 
other crestures. It can bring up to one 
Large or two Medium or-smaller creatures 
withiteach time itteleports. ean 
teleport unwilling targets as well, although 
an unwilling victim can attempt a DC 23, 
Will saver resist being transported, The 
save DC is Charisma-based, 

‘Summon Tanar’ri (Sp) Once perday, a bar 
gure can attempt te summon another 
barlgura with a 35% chance of success, 
This ability is the equivalent of a 2nd-level 
spell (CL 14th) 


War Ape Brures cRI6 

Awakened advanced fiendish dire ape 
warior 9 

CE Large magical beast (augmented enirm!) 

Init +2; Senses darkyision 60 ft, lowlight 
Vision, scent; Listen «9, Spot 9 


Languages Abyssal 

AC22, touch U1, flat-footed 203 Dodge 

bpp 212 (25 HD); DR 19/magic 

Resist cold 10, re 10; SR 25 

Fort 119, Ref-+15, Will 414 

Spd 20 ft, climb 10 F. = 

‘Melee +1 human bare spear 
£25/420)+15/+10 (246+23)x3) and 
bite +28 fad8+9) or 
2 clawe 423 (ad6sa3) and 
bite +18 fadBi9) 

Ranged muck spear +23 (2d6+8/3) 

Space 10 fi; Reach 10 

Base Atk +21; Grp +33 

Atk Options rend 2d6+12, smite good 1 
day (420 damage) Cleave, Great Cleave, 
mpraved Bull Rush, Improved Sunder, 
Power Aitack 

*Scpoint Power Attack 

Abilities Str 26, Dex 15, Con 16, Int 9, Wis 
12,cha? 

Feats Alertness, Cleave, Dodge, Great 
Cleave, Improved Bull Rush, |mproved 
Sunder, Power Attach, Toughness, Weapon 
Focus (spear) 

Skills Climb +13, |sten 49. Jump +13, Move 
Silently +6, Spot +9 

Possessions +! human bave spear, 
-masterwark «pean masterwork 
breastplate, masterwork mithral heavy 
shield 
Tacties: Ulu-Thurg stalks the party 

for allime after he first spots them to 

observe their abilities, eventuallysetting 
up an.ambush with the war apes if she 

PCs are traveling by foot, or waiting for a 

chance to strike as they camp. When the 

attack begins, the war apes first throw 
their spearsand then charge into melee. 

Ulu-Thurg takes the opportunity to tele- 

port in and altempt to abduct a PC 10 a 

remote Tncation deep in the Screaming. 

Jungle, where he tries to slay him indi- 

vidually before returning to the fight to 

repeat hie attack on another PC 


Demonic Détente 

‘Although demons and undead are tire- 
Jess in their lust for destruction, there 
is little wisdom to forcing constant 
attic. As the IX Exsanguinos and XIT 
Decapitus leions near Lemoriax, the 
‘cornmanders call for 2 halt to organize 
and prepare for the siege. Fully 50,000 
‘undead and desnons, eager to begin the 


fight, reluctantly settle in an immense 
camp ona tidge at the edge of a boggy 
plain, several miles from Lemoriax: and 
atthe edge of what is known as the inter- 
dicted region. 

‘This area is.a spherical zone that sur- 
rounds the city of Lemorizx toa range 
of 10 miles (which includes Wat Dagon); 
thiszone duplicates the effects ofa may- 
sive forbiddance spell, preventing entry 
via teleportation, plane shift,and all other 
planar travel spells. Astrally projected 
and summoned creatures cannot enter, 
and summoning spells fail automati- 
cally when used within the zone, These 
restrictions apply onlyto thase wha have 
not swarn oaths of loyalty to Demogor- 
gon—his minions and the majority of 
Lemoriax's denizens can teleport and 
summon within the zone easily, As 
ong as the zone remains active, Orcus's 
armies remain reluctant to approach. 

‘The interdiction zone is maintained 
by Demogorgon's will, but the immense 
iggural at the center of Lemorien, a 
step-pyramid known as Demogorgon's 
"Throng,acts as the focus, IPthis focus is 
disrupted, the interdiction zone failsand 
Oreus’s armies ean lay siege to the capital 
city of Gaping Maw. Unfortunately for 
the PCs, none of Orcus’s legions or their 
‘commanders want to enterthe zone—the 
task of disrupting it fills to the party. 

If the PCs did not accompany Quah- 
‘Nomag from the portal point, he can- 
tacis them with a request phrased more 
Tike a demand via sending: “If you wish 
Orcus's legions to provide a distraction, 
you willcometo menow. Youare needed 
at the edge of the interdicted zone.” 

Quab-Noimag is an imposing man, a 
towering figure with the blood of ogres 
in his yeins, Instrumental in restoring. 
Orcus to lift after the Prince of Undeath's 
time as‘Tenebrous, Quah-Nomag is one 
of Orcus's favorite minions. As the PCs 
reach his side, he explains that not only 
does the interdiction zone present a 
severe lactical disadvantage, but one of 
‘Demogorgon's largestarmies, the Demos 
Horde, is camped nearby. Before Orens's 
Jegions can lay siege to Lemoriax and 
provide the distraction the PCS need to 
enter Wat Dagon, the Demos Horde and 
the interdiction zone must be removed. 


‘The Demos Horde (EL 22 or 24) 
‘Though the Demos Horde outnumbers 
the two legions under his control, Quah- 
Nomag notes with a smirk that he has 
his own means of evening the playing 
field, noting that each enemy that falls 
provides his necromancers with a new 
conscript. Even so, he does not relish the 
thought of conironting force so largeas 
the Demos Harde. Yet a horde of demons 
is only as sirongas its commandes, and if 
the Demos Horde were to lose its leader, 
Quah-Nomag’s armies could shatter it 
with ease. 

‘The question of who commands the 
‘Dems Horde; however, depends en hoy 
the PCs handled Part Six of"“Enemies OF 
My Enemy” Normally, the Demos Horde 
is commanded by General ‘Tetrakarizn, 
‘one of two partial clones grown from 
‘Demogorgon's own body. Ifthe PCs man- 
aged to convince the other clone, General 
Bagromar, to turn against his brother 
Tetradarian, then command of the 
Demos Horde has fillen to a lesser (but 
still powerfil) demon named Gromsfed 
the Drowned. Tetraéarian and Bagromar 
clash elsewhere on Gaping Maw, their 
Jealousy-fueled batile destined to carry 
on until one slays the other or Demogor- 
gon intervenes. As long as this adven- 
ture continues, neither of these events is 
likely to occur, IfthePCs dids’t convince 
Bagromar to turn against his brother, 
though, both Gromsfed and Tetradarian 
command the Demos Horde, and defeat- 
ing them becomes a bit harder. 

Not longaflerthe PGs meet with Quah- 
‘Nomag and leam of what he wants them 
tordo,a flock of ragged vargouilles utters 
out of the trees toward them. Battered 
and ruined, having escaped the Demos 
Horde with only a few of their number 
‘ntact, the vargouille spies report to the 
Skull King on the location of General 
‘Tetradarian’ command post. In general 
layout,the Demos Horde camp is similar 
to that of General Bagromar's camp (for 
a map, see page 81 of Dunc#on #149). 
Nearly 100,060 demons dwell in this 
camp, many of which can see invisibility 
‘or possess fue seeing. Combined with the 
injerdiction zone's blockage of teleporta- 
tion spells, there remain very few ways 
for the PCs to reach the command tent 


without arousing the wrath of tens of 
thousands of demons. 

Stealth combined with a high-are- 
ing high-speed flightpath that descends 
down toward the tent (such as via wind 
walk) should get the PGs to the tent 
quickly enough while alerting fq enough 
guards. With a DC 40 Diplomacy check, 
they can even convince Quath-Nomag ta 
send a group of a féw thousand troops 
ona suicide mission to attack the Demos 
Horde, creating.a distraction that should 
allow the PCs the chance to reach the 
command tent quickly and without 
being noticed (Neither Tetradarian nor 
Gromsfed bother to personally respond 
to an insignificant attack by only a few 
thousand demons) For further adyice on 
infiltrating demonic camp like this,con- 
sultthe encounter"Bagromar's Camp" on 
ages So-81 of DuncEoN #149, 

Creatures: General Tetrasiarian’s devil- 
hide command tent is 6c feet in diam. 
eter, and is supported by nine adaman- 
tine poles around a thicker central pole, 
‘These hold the lent roof 4p feet off the 
ground. The interior is dim and smoky, 
and characters who participated in the 
raid of Bagromar's tent might experience 
awave of déjAvuupon entering, fora one- 
headed version of Demogorgon’ awaits 
them inside, Standing nearby is  j0- 
foottall demon with the blackened skin 
ofa fostbitten corpse,red batlike wings, 
four arms, a snarling orcish head, and 2 
massive gaping mouth in his abdomen 
flanked by a stt of scythelike pincers. His 
stench ishortible,and his sodden flesh.is, 
covered vith bluish patches 

‘This is Geneval Tetradarian and his 
second-in-command, War Secretary Gen- 
eral Gromsfed the Drowned. Normally 
stationed at Ungorth Reddik, Gromsfed 
came here to aid in coordinating the 
defense of Lemoriax. Once a brilliant 
se4 captain and devotee of Demogorgon, 
Gromsféd’s fleet was drawn through a 
maelstrom into the aquatic realm of 
Shadowséa. Unable to escape, the cap- 
tain drowned. He was returned to Gap- 
ing Maw later by Dagon in his current 
undead form as a gift to Demogorgon. 
Despite his aquatic subtype, Gromsfed 
retains a phobia of open water, To uti- 
lize his tactical brilliance, Demogorgon 


removed him from his shipboard com- 

mandand appointed himas his secretary 

of war to coordinate the defense of the 

Gaping Maw as well as raids against the 

Prince of Demons's many enemies, 

GeneeALTETRADARIAN — CR23 

‘Clone of Aameu! 

Feendish Codex | 61 

CE Huge outsider (aquatie, chaotic, evi t 

Init +12; Senses darkvision 60 A, true 
seeing; Listen +36, Spot +36 

Languages Abyssal, Aquan, Common; 
telepathy 300. 

C48, touch 17, fat-focted 0; Dedge, Mabilty 

hp 499(27 HO); fast healing 10; DR 20/cold 
iron and good 

Immune ertcal hits electricity, mind: 
affecting, poison 

Resist acid 10, cold 10, fire 10; SR 36 


Melee 2 tentacles +39 (1d814 plus rot) and 
bite'+35 (ad649) and 
{ail slap 435 2déey plus encrgy drain) 
Space 15 fi; Reach 15 ft. 
Base Atk +27; Grp +49 
‘Atl Options Combat Expertise, Spring 
Attack, Whirlwind Attack 
Special Actions gave attack, summon tanar' 
Spell-Like Abilities (C1. 20th) 
At Will astral projection, contagion (OC 
22), desecrate, detect good, detect law, 
fly-grecter dispel magic, greater teleport, 
roject image, telekinesis(OC 24), 
tunhallow, unboly Blight (OC 23) 
3/eay-—feeblemind (DC 24), symbol of death 
(DC 29) 
afdaj—dominate person (DC 28) 
Abilities Str38, Dex 27, Con 38, int 26 Wis 
22 Cha 2 
$Q amphibious 
Feats Combst Expertise, Combat Reflexes, 
DarkSpeech, Dodge, Improved initiative, 
Mobility, Multiattack, Power Attack, 
Spring Attack, Whirlwind Attack 
Skills Bluff +39, Concentration 444, 
Diplomacy +43, intimidate +43, Jump 
+52, Knowledge (arcana) +38, Knowledge 
(histery) +38, Knowledge oature) +38, 
Knowledge (the planes) +38) Listen +36, 
Move Silently +38, Search +38, Sense 
Motive +36, Spellcrafi+40, Spot +36, 
Swim +52. 


eects eee 
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Possessions +5 heavy fortifention breastplate 


‘Amphibious (Ex) Even though Tetradarian 
has the aquaticsubtype, he can survive 
indefinitely on land 

Energy Drain (Su) Any Iving creature hit by 
Tetradarian’s tall slap gains 104 negative 
levels, Foreach negative level bestowed, 
Tetradarian heals § points of demage, 
iF the amount of healing is more than 


the damage he has taken, he gains any 
‘excess 36 lerporary hit points. Its 2 DC 
37 Fortitude save to remove one of these 
negative levels, 

Gaze Attack (Su) Tetradarian’s gaze isthe 
equivalent of a charm monster spell (Will 
DC 32 negates) witha range of 30 feet 

Ret (Suj Any living creature touched by 
TTetradarian’s tentacles must succeed at 
a DC37 Fortitude save orits flesh and 
bones begin to rat, The eveature tales 
dé points of Constitution damage 
immediately and 1 point of Constitution 


damage every hour shereater until t 
dies or a emoue disese spells cast. 
The spell stops further demage, but lost 
Constitution points return only with 
natural healing and cannot be restored 
with mag: 
‘Summon Taras (Sp) Once per day 
Tetradarian can automatically summon 
18 vrocks, 1dé hezrous, 144 glabrezu, 
ith, oF baler 


War SecreTARy-GENERAL 

GRoMSFED THE DROWNED CR 22 

Klurichir demon drowned one 
warchief4 

CE Huge undead (augmented 
outsider, chaotic, evil tanar'ri, 


water) 
DUNGEON #106 48, Fiend Folio 
48, Minicture's Handbook 24 


Init +2; Senses darkvision 60 ft, see 
visibility, soulsense 60, Listen +31, 
Spot +31 

Languages Abyssal, Celestil, 
Common, Celestial, Draconic; Ignan, 


Undercommon telepathy 100 A. 
Aura fear 30. (OC 27), nauseating 
appearance 20 A. (DC 27) 
AE 38, touch 10, flat-footed 36 
bp 185 (24 HD); DR 15/cold iron and 

good 
Immune electricty, undead traits, 


water pressure 
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exist cid 10 coll 30; re10; SR 36 

Fort +20, Ref +19, Will +26 

Weakness sunii 

Spe as Ra Ay.OOF (po 

Melee* +3 bottleaxe +34/+29/+24/+19 
(45432]19-20/+3 plus disease) ard 


2 pincers +29 (2d6ia2/19-20 plus diceast 


slam +33 (sd8+20 plus disease) and 
2 pincers +ag (ad6sra)ig~z0 plus diseass) 

Ranged spines +12 (246112 plus poison plus 
disease) 

space 15 f.; Reach 15 ft 

Base Atk +23; Grp +48 

Atk Options disease, improved grab 
(pincers), poison (DC 26, 244 Sir/zd4 
‘Str, rend 246422, vorpal pincers 429 
(2d6+20/19-20 plus vorpal), Cleave, Great 
Cleave, Power Attack 

Special Actions tribal frenzy, summon tanarri 


Sorcerer Spells Known (CL. 10th, +35 melee 

touch ,423 ranged touch) 

si (alday}—wall af force 

ath (Jisys—dimensionnal anchor, 
globe of invulnerability 

431d ()day—displacement, haste, freball 
(8€35} 

and (S)day)—aliteeduist(OC 19), false If, 
Melfs aeiéateaw, mitrorinage 

act (€[day}—mage armor; magic missle ray 
of enfeeblement, shied, shocking grasp 

0 (6fday}—ercane mark, daze (DC 17), 
disrupt endesd,flare(OC 17), mage 


hand, openjciose, prestidgitation, ray of 
frost, resistance 
Spel-Like Abifties (CL 20th): 

‘A: will Bisptemy (DC 24), deeper 
darkness, desecrate, detect good, detect 
(ay apeliged (OC 22), fear (OC 23), 
grecter Exel magic, magi circe against 
‘good, mane charm monster (DC23), mass 


Gromsfed 
the Drowned 


‘suggestion (OC 25), jyroteshnies (BC a9), 
read magi, symbol (any) (DC varies), 
telekinesis(OC 22), greater teleport (self 
plus 50 pounds of objects only, tongues 
(Gelfonly), unallow, unholy aurs (DC 
23), unholy blight (DC 23), wall of fire 

3/4ay—destruction (OC 24), enervation,fire 
storm (DC 24), implosion (DC 26), slay 
lining (OC22) 

*S-point Power Attack 

Abilities Sir 40, Dex 14, Con — Int 20, Wis 
22, Cha2s 

SQ hivernind, turn resistance +4 

Feats Cleave, Great Cleave, improved 
Critical (battleaxe), Improved Critical 
(pincers), Improved Toughness (+1 hp] 
HO), Iron Will, Leadership, Multisttack, 
Power Attack 

Skis Blu#f+34, Concentration +25, 
Diplomacy 436, Inlimidate 436, 
Knowledge (history) +28, Knowledge (the 
planes) +28, Listen +31, Sense Motive +33, 
Spelleraf +28, Spor +31 

Possessions clovk oftesistance +4, +3 

battleaxe, rod of rulership (200 minutes) 

+ Adaptation (Ex) Gromisied is 
immune to water pressure demage from 
deep water. 

Disease (Su) Victims of this supernatural 
disease grow lethargic and feeble as 
their muscles and skin turn blue like 
a drowned corpse. Bluetot—weapan 
‘or natutal attacks, Fortitude DC 26, 
incubation pesiod J minute, damage 
1d8 Strength. If Stength is reduced to 
O itdeals 148 Con. A victim that dies of 
bluerot risesasa drowned one at the next 
sunset, The seve DC is Charisma-based 

Hivernind (Ex) Groméfed can communicate 
telepathically with otherdrowned ones to 
a distance of 10 miles. 

(x) Te use this ability, 

Gromsfed must hit creature at least on 

size category smaller with a pincer attack. 

He can then attempt to start @ grapple as 

a free action without provoking an attack 

of opportunity. tf he wing the grapple 

‘check, he establishes hold and can 

make vorpal pincer attacks against the 

held creature in subsequent rounds, He 
can hold a creature in his pincers without 
being considered grappled, without 
taking the usually penalties for grappling, 
and witheut tanking the usual-20 penalty 
fn his grapple check. 


Improved Gr 


Fear Aura (Si) As = free action, Gromsfed 
tan produit a fear effect that functions 
Tike a fear spell (caster level 20th) except 
that i affects al creatures within a 30- 
‘oot radius (Will DC 27). Any creature 
that successfully saves cannot be affected 
by the fearaurafor 24 hours, this isa 
mind-affecting fear effect. The save DC is 
Charisma-based. 

‘Nauseating Appearance (Su) Grorasfed's 
appearance is supernaturally herrifying: 
All living creatures within 20 feet that can 
-€ him in his natural form must make a 
Fortitude sive (DC 27) or be nauceated for 
‘round. A new saving throw is required 
forall creaturesin the ares each round. 
This is a mind-afeeting effect. The 
DC is Charisma-based. 

Rend (Ex) If Gromsfed hits 3 single target 
with both pincers, they lateh onto the 
‘opponent's body and tear the flesh. This 
attack deals 2d6-18 points of damage. 
He cannot use this ability eanjunction 
with improved grab, so he typically uses 
this attack on creatures too large for him 
fo grapple. 

See invisibility (Su) This ability functions as 
‘a see invisibility spell except t is always 
active and its range extends to the limits 
of Gromsfed's vision. i 

Soulsense (Su) Gromsfed constantly senses 
the presence of intelligent life in.a 60- 
foat eene-shaped emanation. This ability 
funetions identically to detec! undead, save 
that itallows himto detect the auras of 
living creatures with Intelligence scores of 
at least3 

‘Summon Tanarri (Sp) Once per day, 
Gromsfed can automatically summon. 
4410 quasits, 1d6 hezrous, 2 alfeshices, 
2glabrezus, or 1 marilth. This ailitys 
the equivalent of a Sth-level spell 

Sunlight Powerlessness (Ex) Gramsfed 
is powerless in natural sunlight (nota 
problem on Gaping Naw), unless itis 
filtered through at least 1 foot of water. 
{if caught in sunlight, he cannot attack 
and can take onlya single move action 
each round 

Tribal Frenzy (Ex) Gromsfed ean spur ather 
nearby demons into 2 primal frerzy, 
granting allied demons within 20 fect a 
+4 enhancement bonus to their Strength 
score, but dealing I damage to them 
each round for every Hit Die they posses. 


This ubility can be activated at willas 
a standard action, and once activated 
lasts as long @ Gromsfed continues to 
maintain it (free action), 

Vorpal Pincers (Su) if Gromsfed begins a 
turn with a creature held in his pincers, 
hie can make one vorpal pincers attack 
againstthat opponent exch round, This 
attack has a +29 attack tonus and deals 
2d6+20/19-20 points ofdamage with a 
successfil attsck. On 2 aitical hit;the 
pincers sever the opponent's head from 
its body. 
Tactics (Gromsfed only): 1f 

‘etradarian is not present due to 

a conflict with his clone brother 

Bagromar, only 

encoutuered here. Unlike 

Gromsfed has no interest in chatter— 

he immediatley attacks the PCs. If 

reduced to less than 30 hit points, 
attempts {0 teleport to Lemoriax to 
recover, but this has the sume effect 

‘on the Demos Horde in the short con 

as if the PCs Killed him, 

Tactics (Tetradarian and Gromsfed 
present): While Gromsfed is obviously 
startled by the Ps’ sudden appearane 
‘Tetradarian seems mildly amused—as 
if he was possibly expecting the PGs, 
Unless the PGs initiate immediate 
hostilities, Tetradarian addresses them 
civilly and calmly introduces them to 
the war-secretary general. Tetradarian 
tecognizesthe party from the reports of 
spies who have been shadowing them 
for the last few months, He also knows 
them ftom their recent encounter with 
Bagromat, whether his clone brother 
sutvived or not. 

Like his clotie twin, Tetradarian 
fancies himself the dominant 
commander of Demogorgox!s armies. 
He sees in the PCs something that 
could shift the balance of power in his 
favor ifutilised properly. Yet before any 
deal can be struck with Tetradzrian, 
he must first take care of a potential 
witness against him—Gronisfed. After 
his almost pleasant introductions, 
‘Tetradarian calmly orders Gromsfed 
to slay the folish intruders and then 
returns to studying the reports on 
his desk, only occasionally glancing 
up to observe events in the battle, 


Gromsfed is 
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Gromsfeed takes to the order 


h glee, 
but once he drops to less than 3o hit 
points he flees to Tetradarian’s side to 
beg the 
General ‘Tetradarian joins the battle, 
but as allies to the Cs. Gromsfed 
ittempts to teleport to Abysm to report 
ahou} ‘Tetradariaw’s apparent treason 
so the 
‘Tetradarian have,at best, only around 


eral for ald, At this point, 


to. Demogorgon, PCs and 


to finish off the undead demon. Yet 
even if Gromsfed escapes, Demogorgon 
is busy battling Oreus nmediate 


adarian 


repercussions occur (and T 
likelytracks him downto finish the job 
before Gromsfed gets Demogorgon's 
attention, in sny event) 

Once Gromsfed is 
‘Tetradarian’s calm returns, 


invites the PCs to have 


dealt with, 


and he 


theyare finished looting their victim 
Tetradarian’s attitude at this point 
depends cneounter with 
Bagromar ended in the last adventure. 
If Bagei 
otherwise he is unfriendly. 


mar was slain, Tetradarian’s 
Indifferen!— 
If the 


attitude is 
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PCs can adjust Tetradarian’ attitude 
to helpful, he is willing to withdraw 
his horde to Lemoriax, as long as 
the PGs can show some benefit to 
him as a resull, as well as providing 
that they do not wi 
to overthrow Demogorgon—the 
savage tid ally 
to Tetradarian (in fact, he worries 

what 


reassumances 


docsn't 1 matter 


abi 


might do to the power 


structure of Gaping Maw), 
Development If the PCs destabilize 


the Demos Horde by simply killing its 


commander(s), it doesn't take long for 


themselves in 


the demons to turn or 
a violent riot as lesser commanders 
attempt ta seize control of the horde 
This is the sign Quah-Nomag is 
waiting for—he sends in both of his 


It thehorde and, within 


a matter of minutes, breaks its back 
Demons allied with the horde telepor 
away in droves, and the few loyalists 
who remain behind are slaughtered 
quickly and mercilessly, their bodies 


animated and recruited to swell the 


legion’s ranks by the necromancers. 


The disruption of the Demos Horde is 
onlyhalfoftheproblem—theinterdicted 


zone gardless of the horde's 
fate. Quah-Nomag readies his legions 
for the siege of Lemoriax, but until the 


PCs do something to disruptthezonehe 


refuses to be 

Ifthe Demos Horde was madness to 
infiltrate, Lemoriaxis suicide Thecapital 
city of Gaping Maw, Lemoriax is also 
ost dei 


one of the 


ly-ponulated 


i evil in the Abyss. ‘The city's 


of deme 
burning streets and twisted towers 
hometo well over three million demons, 


and untold more monsters and 


dwell in the estacombs a that 
stretch for miles beneath the planar 
metropolis. Infiltrating the ci 


md Sewe! 


is more 
re in and of iiself—it's 
and likely something 
ply don't have the time 


that the BC 


ources t attempt if they wish to 


prevent the Savage Tide. 


The 


recently by Der 


interd: e was created 
3, one of several 


adjustment 12 Maw made after 


the Prince of Demons finally admitted 
to himsel that the rumors of an army 
massing aguinst him had some basis 
in fact. Normally, morial intervention 
could have little effect on the whims of a 
demon lord on his home plane, yet with 
the war in full swing, Demogorgon's 
‘resburces are spread thin, 

Although the tallest ziggurat in Lemo- 
Tiax; Demogorgon’s Throne, is the focus 
of the interdiction zone, and the destruc- 
tion ofthe pyramid would probably result, 
in the zone’s collapse, the pyramid is 
approximately 2 mile from the city walls 
inall directions. Without the abilityto tele- 
port, any approach toward the pyramid 1g 
opposed by countless demons ranging 
fom lowly mobs of dretch up to pla- 
toons of barlgura auchers stationed atop 
mobile battlements on the shoulders of 
goristro demons led by balor generals. An 
allout assault on Demogonganis Throne 
isbeyond the scope of this adventure, but 
fortunately for the PCs there is a simpler 
Way to disrupt the zone, for its as much 
maintained by the Throneas by Demogo:- 
gonis will. the PCs can createa shocking 
enough distraction at Lemoriax’s walls, 
the interdiction zone falters and fails. And 
once Quah-Nomag’s legions begin tele 
porting in, the influx of the enemy keeps 
the zone ftom retuming, Any PC who 
uses migic to observe the strange auras 
of the interdiction zone (via detect magic 
aroane sight, or the like) can make a DC 35 
Spelleraft check to determine these facts, 
yetthe method of cresting such a distrac- 
tion is left to thetr imagination. A party 
of zoth-level characters is quite capable of 
any number of distractions that suffice to 
dismupt Demogorgon’s concentration on 
thezoneat this point—the two mostlikely 
examples are detailed below. 

Mass Destruction: If the PCs can 
destroy up to 200 HD in demons (of 
any combination) within a ten-minute 
span along Lemoriay’s walls, the sudden 
wash of unexpected carnage is enough 
to distract Demogorgon long enough for 
Quah-Nomag’s armies to teleport in 

Unleashing Obox-ob: Ifthe PCs man- 
aged to capture the aspect of Obor-ob 
‘within the Iron Fask of Tuerny the Mencless 
in “Enemies Of My Enemy," the solution 
is simple. If the aspect is released at the 


walls of Lemoriay, he immediately real- 
izes that itstands at the edge ofhis hated 
‘enemy's capital city and begins merct- 
lessly slaughtering demonic guardians 
and ruining city walls before moving 
into the city itself As long as the PCs do 
not approach Obox-ch too closely; they 
are ignored by the Prince of Vermin, 
While the aspect’s assault on Lemoriax 
docs sot damage the clty that much 
before the pressing mass of demonic 
denizens take the aspect of Obox-ab 
aput, the unexpected manifestation of 
yet another of Demogorgon's enemies 
on Gapinig Maw is all that's required to 
‘cause his concentration to falter and to 
disrupt the interdiction zone. Tn fact the 
PGs can achieve this result by zeleasing 
Obox-ob anywhere within the zone, but 
unless they do so within the proximity of 
Lemoriar, the Prince of Vermin doesn’t 
have an obvious target on which to vent 
his wrath, and immediately turns on the 
PGs. If they become necessary, stats for 
Obos-ob’s CR 22 aspect can be found in 
Fiendish Codex Torin Dungeon #149, 
Development: If the PCS carry the fron 
laskof Tuerny the Merciless, lepwilvteleports 
to their side once the interdiction zone fails. 
Even if they accomplished this via other 
‘means and Obox-ob remains within the 
flask, Tegwily congratulates the PCson their 
progress befate demanding they hand over 
the flask. Ifthey protest, she reminds them 
that each of them owes her a favor for the 
sid she has provided them to this point,and 
that relinquishing the flask to her absolves 
‘one of them of this favor. Ipgwily has big 
plans for Tuerny’s Mask, and if the PCs resist, 
she has no qualms about taking the flask 
by force they become necessary, IagwilV’s 
stats Can be found on pages 50-51 of” 
DUNGKON #149—hopefilly the PCs Inow 
better than to anger the Witch Queen. 


PART THREE: TO STEM THE. 
TIDE 

‘The true tests awaiting the PCs, how- 
ever, are not to be found on the field of 
battle, but at an ancient edifice perched 
upon the shores of the Brine Flats. This 
is Wat Dagon, an ancient temple that 
predates Demogorgon’s habitation of 
the Gaping Maw. Constructed during 
the time-misted ages of the obyriths in 


tribute to the oby-ith lord Dagon, the 
edifice remained behind aller Dagon’s 
retreat to the lightless depths of the 
Shadowsea, When Demogorgon daimed 
Gaping Maw as his own, he discovered 
Wat Dagon already in rains, The canny 
Prince of Demons explored it, and in so 
doing came into contact with Dagon for 
the first tinte. The alliance born of that 
initial encounter has since become one 
of Demogorgon’s greatest assets, for the 
secrets revealed to him by Dagon have 
been potent revelations indeed. 

It was in Wat Dagon that Demogorgon. 
learned how to construct shadow pearls, 
and its within the temple's heart that the 
‘masterpearl a device capable of triggering 
the shadow pearls on the Material Plane, 
can be found. Yet reaching its chamber 
muy prove lo be the most difficult and 
dangerous task the PCs have ever faced, 
for Wat Dagon is its own realm, with its 
own rules and reality, Even before the 
PCs can enter the stri 
‘bar their progress, First, the interdiction 
gone that covers the region around Lem- 
ofiax also wards Wat Dagon, effectively 
sealing all enteince into the structure 
(which is, self, a demiplane) Bringing 
down the interdiction zone removes 
this barrier, but there remains another 
obstacle —Demogorgon’s armies may be 
engaged elsewhere on Gaping Maw, but 
that doesn't mean he left the approach to 
Wat Dagon undefended. 


cture, two things 


‘The Battle of Wat Dagon (EL 22) 
‘The land approach to Wat Dagon is the 
Teast guarded, with the sea beyond prac- 
tically boiling with armies of ixityachitls, 
fiendish krakens,and other sea monsters 
Tm any event, the only entrance into Wat 
Dagon is via the double doors at area a, 
With the exception of the old road, the 
ground in this regionis muddy and wet, 
counting as difficult terrain for creatures 
not under a freedoms of movement effect. 
The stream that winds through the 
region isat the bottom of afive-foot-decp 
gully; its a DG 10 Climb check to move 
into or out ofthis gully The stream itself 
is highly acidic—a splash does 1d6acid 
damage, while a creature standing in the 
five-foot-deep stream takes 10d6 acid 
damage a round. The air in the gully to 
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a distance of te feet from wither edge is 
poisonous as well—any ereattire in this 
area must make a DC 20 Fortitude save 
or take 2d6 Constitution damage (initial 
and secondary damage is the same). 

‘An area abouta hundred feet from Wat 
Dagon has been fenced ofFhy stone walls. 
‘This corral once held a lange number of 
undead warbeasts that have since been 
sent to aid the battle elsewhere, 

Creatures: Demogorgon has entrusted 
the defense of Wat Dagon to one of his 
most infamous minions—the first death 
knight, Saint Kergoth the Betrayer: While 
the majority of Kargoth’s armies fight 
elsewhere, hc has hand-picked the demons 
and creatures to defend Wat Dagon. The 
least ofthese defendersare those stationed 
outside of Wat Dagon's walls, 

‘The exterior defense consists of 
three chasme sentinels fly-like demons 
with hooked claws and Tong, hernltke 
proboscises), four nabassu mercenaries 
(jellow-eyed gargoyle-like demons), and 
four powerful ghast archers created 
from the bodies of trogladyte cultists 
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oP 5 ae EL 
a 


el ey) ia 


©) 


Steers, AGL, bE 


who gave their lives in order to became 
undead minions of Demogergon— 
although the ghasts resemble undead. 
troglodytes, they haye the same base 
statistics as normal ghasts, Saint 
Kargoth himself has taken up position 
inside Wat Dagon, leaving the command 
of his forces out here in the hands of 
one of his most competent generals, the 
hhesrou Urbala 


‘CHaSMe SENTINELS (3) 
Advanced chatmes 
ER Large outsider (chaotic, evi, tanar'r) 
Fiendish Codes |34 
Init 
Spot +18 
‘Aura fear (5-f. radius, DC 16) 
Languages Abyssal, Celestial, Common; 
teepathy 100 ft. 
HE %, touch 1, flat-footed 23 
hp 110 (13 HD); DR 10jeold iron or good 
Immune electacity, poison 
Resist ac 10, cold 10, fire 10; SR 21 
Fort +17, Ref+16, Will #15, 
Spd 30 fi. climb 30, fly 50 (perfect) 


cRI2 


: Senses darlvision 60 fi; Listen +18, 


sai 
ol Footbrdee 


(One sq 


Melee 2 laws+17 (1d6+5 plus wounding) and 
bite a5 (2e8+2 plus wounding) and 
gore vay (dea plus wourding) 
‘Space 10 fj Reach 5 fi. 
Base Atk +13; Grp +22 
‘Atk Options Flyby Attack, Power Aitack 
‘Special Actions drone DC 18), summon tana 
‘Spell-Like Ablities (CL 9th, +15 ranged touch) 
‘At will--eontagion (OC 28), darkness, 
desecrate, detect cood, dispe! magic, 
‘fly greoter teleport (self plus so 
‘pound of objects only), instet plague, 
protection frei good (DC 12), ray 
‘of enfeeblement, see invsibity, 
telekinesis (OC 27] 
day —quickened ray of enfeeblement 
x/day-—unholy aura (DC 20) 
Abilities Str 20, Dex 16, Con 18, Int 14, Wis 
14, Cha 14 
Feats Fljby Atack, Improved Natural Attack 
(claws), Multiattack, Power Attack, Quicken 
Spell-Like Ability (ray of enfeblerent) 
‘Skills Bluff +18, Climb +29, Concentration 
+20, Hide 415, intimidate +20, Listen 
+18, Move Silenlly +19, Search +18, Sense 
Motive +18, Spot +18 


i” 


ray beat its wings to ereatea droning 
buzz ina 80-foot-radius spread, Al 
creatures in this area must makea DC 18 
ill save or fall asleep for 2410 rounds. 
The save DC is Charisma-based, 

Fear Aura (Su) As a swift action, a chasme 
‘can create an aura of fear ina S-foot 
radius spread around it, This effect is 
otherwise identical to afeerspell (CL 
1ath, Will DC 16 negates) Ifthe save is 
successful, the creature is immune to that 
chosme' fear aurs for 24 hours, The seve 
DCis Charisma-based. 

‘Summon Tanar'si (Sp) Once per day, x chasme 
can attemptte summon 1d rutetkins 
(Fiendish Codex 151) or chasme with a 
4036 chance of success. 

‘Wounding (Ex) wound resulting from a 
chasm’ attack bleeds for an additional 
1 point of damage per round thereafter. 
‘Multiple wounds fforn such atacks result in 
cumulative bleeding loss. The bleeding can 
bbestopped by a DC 10 Heal check or the 
application of any form of magieal healing, 


NaBassus (4) CRIS 
CE Medium outsider (chaotic, evil, tanar'n) 
Flendlh Cedex 148 
Init +9; Senses darkvision 60 fl; Listen +23, 
Spot +23 
Aura death stealing gaze (DC 25,30 8), 
tnkoly aura 
Languages Abyssal, Common; tlepethy 
100 A. 
‘AC 35, touch 19) flat footed 30 
‘hp 202 (15D); regeneration 5; DR L0/cold 
iron or good 
immune electricity, poison 
Resist acid 10, cold 10, fice 10; SR 26 
Fort 24, Ref-+18, Will 420 
‘Spd 40, Wy 90. (good) 
‘Maelee bite +24 (2d819/19-20) and 
2 claws 419 (14844) 
Base Atk +15; Grp +24 
Atk Options sneik attack +56 
‘Special Actions death-stealing gaze, feed, 
summon tana, vampirs link 
Spell-Like Abilities (CL 15th, #20 ranged touch) 
At wildarkness, eenvaton, abherea! 
aunt, greater dispel magi, eater 
teleport (self plus 50 peunds of objects 
only), told monster(OC 20), obscuring 
‘ist, silence (OC 38), true seeing, unholy 
‘aura (DC 24) unholy blight (DC 20) 


Drone (Si) As a fullround action, achasme 


3/day—blesphemy (DC 23) energy drain 
(0025) 
Ablties Str 
2, Cha 23 

SQ camouflage 

Feats Ability Focus (death-straing gaze), 
Combat Casting, Great Fortitude, 
Improved Critical (bite) Improved 
Initiative, ron Wall 

‘Skills Balance +7, Bluff +24, 
Concentration +27, Diplomacy +8, 
Gather Information +8, Hide +23 (+31 
jn Underground or barren environs), 
Intimidate +26, Jump +15, Knowledge 
(@rcana) +23, Knowledge (local) +23, 
Knowledge (religion) +23, Knowledge 
(the planes) +23, Listen +23, Move 
Silently +23, Spot +23, Tumble +25, Use 
Magic Device +24 

‘Camouflage (Ex) Anabarsu gains 318 
circumstance bonus on Hide checks made 

in underground or barren environments. 

Death-Stealing Gare (Su) 30 feet, Fortitude 
DC 25, bestows 1d negative levels. Any 
humanoid creature drained to O levels 
ies and is immediately transformed into 
‘2ghoul under the nabassu’s permanent 
comrrand AS a standard action, 
abassu ean actively use its garcto kill a 
single creature within range. A creature 
‘that fails the DC25 Fortitude save is 
immediately slain. 

Feed (Su) nabassu who slays a creature 
with 2 coup de grace attackeatsa 
significant portion of the vetim while 
the remaining flesh rots away toa foul 
‘smelling paite, thus preventing raising 
or resurrection that requires pars of 
the corpse. A nabassu gains the effects 
‘of a death knell spel (CL 20th) when it 
Siecessfull feeds in this manner. 

Regeneration (Ex) A nabsesu takes normal 
damage from good-aligned weapons. 

‘Summon Tanar'i (Sp) Once per day, 
nabassi can summan 2d4 babaus orld 
hezrous with a 70% chance of success, 
cor one glabrezu with a 30% chance of 
success. The abil isthe equivalent ofa 
Tth-level spell (CL Sth). 

Vamnpirie Link (Su) As 2 standard action, 
 rabassu can establish a vampiric link 
between itself anda living creature 
within 30 feet, The target is entitled to 
4 DE 23 Will save to negate the effec; 
atherwise, the link remains in place until 


eX 20, Con 28, Int 20, 


the target moves out of range or urtil the 
nabassu selects a new target. Whenever 
the affected creature deals damage 
to the nabassu, the creature takes the 
‘same damage. Ifthe creature targets the 
rnabassu with a spell, the effects oF that 
-spellare duplicated and affect the caster 
as well, even ifthe spell fills to penetrate 
the rabassu's spell resistance. This ica 
necromancy effect, 
Ghasr Anciens (4) cra 
Troglodyte ghast fighter 10 
CE Medium undead 
Monster Manual 255 
Init +5; Senses darkvision 60; isten+3, 
Spot 3 
‘Aura stench (10 feet) 
Languages Abyssal 
‘AC 28, touch 15, flat-footed B 
hp 115 (4 HD) 
Immune undead traits 
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2d5+3 plus paralysis) 
composite longbow +22)--17/+12 


‘Atk Options Point 
Abilities Si 


Dex23,Con— Int 12) 


bow, bite), Improved Critical 
(lenges 
hp/HD), Point Blank Shot, Precise Shot, 
Weapon Fox 
Specialization (longbow, 

Skills Balance +12, Climb +14, Hide +12, 
Intimidate +14, Jump +21, Move Silently 
+12, Spot +10 

Possessions +2 mithral breastplate, +2 
composite longbow (+7 Str) with 20 


Improved Toughness (41 


longbow, bite), Weapon 


adamantine arrows and 20 arrows, belt of 
siant strength +2 
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\k Shot, Precise Shot _ 


=e 


=Wat Dagon 


Enhanced Creation The nesromart 
that created these ghaste for Kargoth was 
specials in hes trade,and possessed several 
feats from Libris Mortis that enhanced thes 
haste, Corpsecrafter grants them 2-44 
bonusto Strength ard +2 hp/HD. Bolster 
Resistange increases thelr tum resistance to 


14 Hardened Flesh rereases their natural 
armorbonusby2. 

CAPTAIN URBALA cri9 

Advanced elite hezrou 

CE Huge outsider (chaotic, ei tanar'ri) 

Monster Manual 44 

Init +5; Senses darkvision 60 f 
Spot +34 

Aura stench (10) 

Languages Abyssal, Clestial, Draconic: 
telepathy 100 f 

‘AC 36, touch 9, flat-footed 35 

bhp 341 (22 HD} DR 19]go0d 

Immune electricity, poison 

Resist acid 10, cold 10, fre 10; SR 19 

Fort-+24, Ref-+L4, Will +14 


Spd 30 Fly 0 f. (good) 


Oncisquare.=\S)feet 


Melee bite +33 (6d6413) and 

2 claws +33 (sd648) 

Space 15 ft; Reach 10 ft 

Base Aik +22; Grp +59 

Atk Options Cleave, Power Attack, 
improved grab 

Special Actions summon tara 

Spell-Lke Abilities (CL 13th) 

At will—chaos hammer (OC 19), greater 
teleport (self plus 50 pounds of objects), 
uinhaly bight (OC 19) 

3fay—Blosphemy (DC 2: 


empowered unholy blight (OC 
Abilities Str 28, Dex 13, Can 22, Int 14, Wis, 
nc 
Feats Cleave, Empower Spell-Like Ability 
(chaos hammer, unholy bight), Improved 
Initiative, Improved Natural Attack 
(bite), Improved Natural Attack (claws), 
Mulkiattack; Power Attack 
Skills Climb +29, Concentration #36, Hide 
3, Escape Artist +21, Intimidate +30, 
Listen +34, Mave Silently +71, Search +27, 
Spelleraft =27, Spot +34 


Possessions #$ fil plate, amulet of mighty 

_fts-+4, wings of fying 

Tactics: Since the interior of Wat 
Dagon is effectively on another plane, 
there's no real way forany alarms raised. 
out here to alert the denizens within. 
Still, the demons and undead stationed 
here do theit best to guard the region, 
‘The chasmes patrol on the landward 
side of the acid creek, while the nahas- 
sus stand guard near Urbala’s tent and 
the empty corral. The four ghast archers 
hide in foxholes along the seaward side 
of the creek, As soon as any oneof these 
groups spots the PCs, they shriek out an 
alarmtoalert the others and Usbala (who: 
Tounges inside ofhis tent). 

Allof the demons attempt to summon 
aid on the first round of battle, while 
the ghasts take their first round to begin. 
firing arrows at any PGsin range. All ofthe 
demons and undead attemp' to say out of 
melee ifpossible, using rangedattacksand 
spell-like abilities against the intruders, 
“The sole exception to this is Utbala; the 
corpulent hezrou uses empowered unholy 
Dlights and. chaos hammers only when he 
isn't able to engage foes in melee, The 
guardians here fight to the death, apain 
with the exception of Urbala. Freduced to 
Jess than jo hit points, thehezrowatterapts 
to enter Wat Dagon to alert his allies and 
commander within. 


Approaching Wat Dagon 


A turgid sea of dark water froths along the 
desolate shoreline under a railing sky of 
green clouds and aller: moons, Built upon 
the store, seemingly on the verge of faling 
into the vater, is an ominous edifice that 
appears to be 2 walled temple compound, 
though its once-ibrart walls. are now 
cracked and grimed from eons of exposure 
tothe acrid seawind.Tall, conical domes rise 
above the temple, surrounding a vast stone 
domeat the center. Swirling eddies of vapor 
and twisting clouds spiral along the stony 
surface of the structure to give the entire 
building ablury facade, slmostas if it were 
nothing more than a mirage. 


Although visible from Gaping Maw, 
‘whatappears on the share here ismeerly 
a projection of Wat Dagon. A character 


who walks up to the building’s sides 
finds the walls immaterial and ghostly — 
if someone steps through a wall, ke 
immediately emerges from the opposite 
side. The only part of Wat Dagon that is 
“real” on Gaping Maw ists front doors. 
‘Wat Dagon itself exists entirely within the 
‘boundaries between the Abyssand Shad- 
oWsea, [tis effectivelya demiplane within 
the Abyss. 

As such, it Can only be accessed via a 
single portal—the entrance located at 
area x; "The interior of Wet Dagon is nat 
connected to the astral plane or the plane 
of shadow, and thus spells that utilize 
these planes (including all spells of the 
{eleportation subschool) do not function 
inside of the structure. Demogorgon's 
will prevents any olhier creature from 
using gate to force an opening into Wat 
‘Dzgon, and summoning spells require a 
‘DC 30 caster level check to famction, 

‘The walls.toof, and floors of theeom- 
plex lookand feel likestone, butareactu- 
ally physical manifestations of the edge 
of the demiplane. This material cannot 
‘bebreached by mortal magic. 

Unless otherwise noted, the rooms of 
the temple are not inminated. Ceilings 
are 20 feet high, and doors are composed 
ofa hand; dry wood. Unlike the walls, they 
can be destrayed normally, yet unless 
otherwise noted, they do not have locks. 

Finally, the entirety of Wat Dagoa has 
become suffased with the unholy power 
of the savage tide. Upon entering Wat 
‘Dagon (and again every10 minutes there- 
afler), a creature must make a DC 2e Will 
save to resist being transformed into a 
savage creature. Incoporeal creatures, 
constructs, elementals, ovzes, outsiders, 
plants, undead, and vermin are immune 
to this effect—any other creature that 
succumbs immediately gains the savage 
creature template (Dungeon #140, page 
47) (if you don't have this resource, the 
savage tide instead transforms the yictim 
into a half-fiend without the spell-like 
abilities) Creatures that become sav- 
age no longer honor old friendships or 
allegiances, and the consuming need to 
feed and murdee forces them to fight 
one-time allies and enemies alike to the 
death. Greater restoration can cestore a 
Savage creature to its normal state, pro- 


vided the caster can make 2 caster lewel 
check with a DC equal to 10 +a/2 the 
‘savage creature's Hit Dice + the savage 
creature's Charisma modifier. A miredle 
or wish automatically restores the crea: 
ture fo normal, A savage creature that is 
killed and then brought back to life loses 
‘the effects of the template as well. 


1. The Great Entrance of Wat Digon 


Wide wooden gates, moldy with age and 
banded with corroded strips of metal, do 
little to bar entrance into the complex. 
They stand unsecured beneath a stone 
arch, looking #s though ani errant breeze 
could push them open. Beyond can be 
seen a short entry tunnel that pastes 
through the gatehouse before opening 
into a courtyatd beyond.’Red tiles cover 
the gatehouse exterior as well as the walls 
stretching to either side, though in many 
places individual tiles have fellen away ta 
reveal the stone beneath, A/steep roof of 
green claytiles rising in a series of ragaed 
points tops thi: gatehouse 


‘The gates swing open easilyata towch— 
theres no indication an entry thata char- 
acter is moving across a planat boundary. 
‘The interior of the gatehouse is shadowy 
and floored with a lyyer of gravel, Empty 
rooms, one-time guard posis, open on 
cither side—both are currently empty. A 
15-foot-high veranda runs along the inner 
side of the gatehouse supported by intri- 
ately carven posts, 


2 Courtyard (EL 20) 


While this courtyard! seems at fist to 
‘be open to the air, a glance upward cre- 
ates an unsettling sense of vertigo, for 
forty feet above the contents of the room 
are reflected, dawn to'the smallest peb= 
ble, a5 if the ceiling were an immense 
and perfect mirror twenty feet above. 

The main entrance to the building —a 
corroded door of beaten Bronze—sits in 
the wall opposite the gatchouse. Squatting 
on 2 ledge sbove these ten foot tall coorsis 
ahortific statue of a creature not quite eel 
or shark aroctbpus, A wooden frame hold- 
ing. large copper bell stands to the lef of 
the entrance. A smaller frame holds a sus- 


ree er oe 
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pended log to serve as a striker for sound- 
ing the bell. At eitherend of the courtyard 
are tall, circular towers with conical golden 
domes. Archways; five feet off the ground, 
open along the walls to provide access to 
the chamber within, Just to the side of the 
gatehouse sits 2 small, ornamental pond 
overgrown with deformed ily pads and 
algae, A statue of a fat froglike demon sits 
cross-logged at the closest edge ofthe pool. 
Finally, collapsed in 2 comer af the yard is 
an immense spider-lke carcass the size of 
an elephant. It shows signs of heavy dam- 
age and deterioration due to exposure. 


‘The ornamental pool is only two feet 
deep, but the bottom iy coated with a 
six-inch layer of green slime (Dungeon 
Master's Guide 76). A DC 21 Knowledge 
(arcana) check identifies the spiderlike 
corpse as a destroyed rettiever—in fact, 
it is the remains of Demogorgon’s first 
attempt to crafl one of these constructs. 
The figure above the main entrance 
depicts Dagon, recognizable with a DC 
30 Knowledge (the planes) check. 

‘The ceiling above is an impenetrable 
barrierbetweenWat Dagon andaduplieate 
chamber above—the “reflections” the 
PCs see above are living duplicates of 
themselves created by the Abyss, Sound 
doesn’t penetrate the bazrier, nor can any. 
mode of travel (magical or mundane), 
"The duplicates follow the actionsthe PCs 
take, but not quite as exactly as @ reflection 
inight, {fa PC flies up to the “ceili 
feet above and touches it, his duplicate 
does the same—and as sons the twodo 
$0, the “reflection” shricks soundlessly in 
horror and transforms into a deformed, 
savage version of the PC that scratches 
at the barricr between them, as iFinsane 
with a need to tear the tme PC apart. The 
character who touched his “reflection” 
must then makea DC 25 Will saveto avoid 
being stunned by the sudden assault of 
Abyssal energy on his mind—making a 
new saving throw each time he comes 
into contact with his savage duplicate 

Creatures: Saint Kargoth is not the 
only one of Demogorgon’s favored 
jninious sent to Wat Dagon to aid in 
its defense, The notorious glabrezu 
Ghorvash, one of Demogorgon’s 
fayored subordinates and something of 
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a-spymaster, has also cometo aid in the 
site's defense. Ghorvash sees himself'as 
the first line of defense for Wat Dagon, 
privatelyassuming he was assigned her 
because Demogorgon doesn't trust § 
Kargath to do the job. 

Ghoryash has a particular interest in 
the fate of the Vanderborens and their 
allies, for he is the demon responsible 
for corrupting a young Vanthus Vander- 
>boren so many years ago, and for sealing 
the man’ fate(see Dunczox #146). When 
the PCs defeated Vanthus for a second 
time, the man’s soul transformed into 
a larvae, a horrid wormlike manifesta 
tion of an evil soul, Ghorvash was wait- 
ing for him, and is now the proud owner 
of Vanthus's larval soul, He taken great 
entertainment in tormenting Vanthus. 
as he waits for the PCs to arrive, offen 
doingsoin the assumed form of Lavinia, 
Worse, Ghorvash knows its only a mat- 
ter of time before the PCs arrive at Wat 
Dagon, and has prepared an unsettling 
surprise for them, He’ leamed mnuch of 
their accomplishments, and when they 
arrive in this courtyard, he greets them 
in Tavinia’s form. 

Ghorvash knows the PGs aren't push= 
overs and that they have plenty of magic 
available, and yet does what he can to 
make’ them think that they really are 
facing their friend and ally. As Lavinia, 
Ghorvash mocks the PCs, calling them 
naive fools and claiming that she had 
plotted these events from the start sim- 
ply to ste Vanthus’s humiliating defeat 
and aid Demogorgon in seeing his 
goal—after all, by keeping the PCs dis. 
tracted with Farshore and “pretending” 
to be captured, she kept the PCs from 
where they were truely needed, in civi 
lization, seeking out the shadow pearls 
and preventing them from spreading 
so far as they did. If the PGs confiont 
Ghorvash with the truth, he shrugs and 
assumes hisnatural form, then claims to 
be surprised it took the PCs "this long"to 
figure it out, The deceptive glabrezu then 
goes on to claim that he’s been masquer- 
ading as Lavinia for months; he prefers 
to let the PCs draw their own conchi- 
sions as to when he assumed her form, 
but if pressed, he decides not to push 
things too far and claims to have taken 


nt 


her form atDivided’s Ire, using the PCs 
toengieet his escape. Heclaims the real 
Lavinia is long dead. 

OF course, all of these claims are lies. 
“What aren't lies are Ghorvashis tales of 
how he tempted Vantins, stories he 
pléetully reveals to the PCs if they ask. 
Tf they doubt him, he shrugs again and 
‘then uses telekinesis to pull the larval Van- 
thus out offhis cage in area‘y, hurling the 
shrieking petitioner at them and inviting, 
them to, “Ask him yourselves!” 
GENERAL GHORVASH R20 
Male glbrezu mottal hunter 7 
CE Huge oursider (chaotic evi tanars) 
‘Monster Maral 43, Book of Vile Darkness 65 
Init +1; Senses darkvision 6 f., true seeing; 

Listen 427, Spot +27 
Languages Abyssal, Celestial, Common, 

Draconict telepathy 100 
‘AC36, fouch 9, flat-footed 35 
hp 329 (19 HD) OR 10/2004 
Immune electricity, polson 
Resist acid 10, cold 10, fire 10; SR21 
Fort +25, Ref+11, Will 122, spur mortal magic 
Spd a0. 

Melee Kallr's sll «31/+25/+23/416 

(1d6414 plus cise of betrayal) and 

2 pincers +29 (8+:4/39-20) and 

clais +29(id847) and 

bite29 (2d6+)) 

Space 15 ft; Reach 15 ft. 
Base Atk +19; Grp +41 
Atk Options improved grab (pincer), mortl 
hunting, smite marta 1/day (2 to attack, 
+14 damage) 
Special Actions detect mortals, mortal skin, 
summon fanart 
Spells Prepared (CL 7th, ranged touch +18) 
ath (a/day}—areane eye, col dretch 
horde, locotecreatie, morality undone 
(C23), phantasmat tiller (OC 22), 
‘esanating cesistance 
rd 4/day)—flech ripper meer sending, 
rondection, crying (OC 20), suggestion 
(OC 20}, vile lance, wrock (GC 20} 
2nd (4/day}-—detet thoughts (OC 33), ev 
«9¢ (OC 28) hold person (DC 29), magic 
circle ageinst goed, se invisibility, web 
(OC 9), wither tinb (OC 19) 
1st lay} ease fear (DC 28), charm 
jerson (OCA), éetert good, hearache 
{(OC:28), protection from goad, sleep (OC 
38), unnerving gare (DC 38) 


Spell-Like Abilities (CL 14th) 

At will chaos hammer (OC 23), confusion 
(DC 2), dispe! magic, mirrorimage, 
reverse gravity (DC 24), greair teleport 
(GelF plus 50 pounds of objects only), 
uly blight(DC23) 

aay. 
{DC 23}, quickened mirrorimage 

2/day—mortalbane unholy blight (DC 23) 


a{day—pewwer word stun 


boosted mortalbane unholy blight 


14, Cha 24 

SQ claws of the overfiend 

Feats Alertiess, Boost Spell-Like Ability 
(conjusion), Improved Critical (pincer), 
Mortatbane (unholy blight), Multiattach, 
Quicken Spell-Like Ability (mirror 
image), Track 

Skils BlutT+29, Concentration +27, Disguise 
+28, intimidate +24, Knowledge (the 
planes) +38, Listen +27, Move Silently 
+16, Search +18, Sense Motive +24, 
Spellraft +17, Spot +27, Survival +23 

Possessions Kallum’s sul (see Appendix 
One), bracers of armor +8, bel of giant 
Strength +4 

‘Claws of the Overfiend (Ex) Ghorvash’s 
natural attacks deal damage as a 
creature one size eategory larger than 
his actual size. 

Detect Mortals (Su) This ability duplicates 
the effect of detect undead (CL 15th), 
except that mortals are detected. For 
purposes of this ably and other mortal 
hunter abil 


3 “erortal"is any ereature 
riot ofthe outsider, undead, construct, or 
‘ey types. 

Mertal Hunting (Ex) Ghorvash gains a «3 
bonus on Bluff, Listen, Sense Motive, 
Spot, and Survival checks made against 
mortals. He also gains 
attack rollsand weapon damage rolls 
against mortals 


+3 bonus on 


flesh to his body. Once per day. he can 
assume the form of mortal creatui 
IF the flesh used is from the exact, 


individual being imitated, the duration 
is permanent, Ifthe flesh is from 2 being 
of the same type of the form adopted, 
the duration is } hour. Ifthe flesh is 

not the same type as the form adopted, 
the duration is 10 minutes. tn all 
Ghonash can dismiss the ability as a 
standard action. Otherwise, this ability 


738, Dex 12, Con 34, Int 16, Wis 


Works as polymorph: Ghorvath current) 
has numerous pieces of flesh grafted to 
his arms, one of which isa patch of flesh 
procited fram Lavinia Vanderboren, 
purchased from the marilithLillanth 
during Lavinia’s stay as @ prisoner of 
Divided Ire (through the use of « nor 
outsider proiy—Ghonvash cidn't want 
tobecome a permanent addition to 
Divided’ tre 

Smite Mortals (Su) Once per day, Gharva 
an strite'a mortal creature with one 


normal melee attack. 

Spurn Mortal Magic(Su) Ghorash applies 
his Wisdom modifier as an additional 
bonus on al saving throws spainst spells 
and spelllike abilities used by mortals 

Spells Several oF Ghorvash’s spells are from 
the Book of Vile Darkness. If you don't 
Use this book in your game, make the 
following adjustments to his spells: call 
reich horde becomes summon monster 
IV, evil ee becomes desecrate, flesh 
ripper becomes vampiric touch, heorlache 
becomes lesser confsion, miror sending 
becomes elainayance/elrirauence, 
morality undone becomes charm monster, 
resonating resistance becomes spell 
immunity, urerving gaze becomes doom, 
vile lace becomes contogion, wither limb 


becomes shatter and wrack becomes 
blindness fdeafness 
Feats Boost Spell-Like Ability (Book of Vile 

Darkness 47) allows Ghomvash to boost 

the saving throw OC for confusion by 

+Zupto three times. day. Mortalbane 

(Book of Vie Darkness 49) allows 

Ghorvash to enhance tinhaly bight up to 

five times a day so that it inflicts +246 

damage when used against mortals 

but only half damage against outsiders, 

undead, and constructs 

Tactles: Ghorash eventually grows 
tired of tormenting the PCs, and if 
they don't attack him first, he does so 
after first reverting to his true form, He 
activates a quickened mirror image on 
the first round of combat along with 
reverse gravity to catch.as many of the 
PCs as he cin. Characters who fall up 
to the “ceiling” come inte contact with 
their reflections, with repercussions 
as detailed above. Each round 2 PC 
remains in contact with his duplicate, he 
must- make a new saving throw to avoid 
being stunned. 

Ghorvash uses his spells and spell- 
like abilities against PCs stuck on the 
ceiling, reverting to melee attacks 
against those who avoid being stunned 
or filling up and who can teack him. He 
fights to the deaih, knowing that to fail 


Vanthus 
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PRINCE OF DEMONS 


‘Demogorgon at this stage would be the 
less appealing of the two ends. 


2. Chedis 


A curtain of heavy knotted ropes hangs 
before the entrance into round cham- 
ber with a conical roof rising thirty feet 
above, The interior walls of the chamber 
are adomed with all manner of inserip> 
tions in Abyssal, The remains of 2 small 
altar and kneeling bench sit near the back 
of the room. 


‘These small buildings are chedis, or 
shrines. They once held relies sacred 
to Dagon, though they were looted 
ages ago. Now they stand abandoned, 
although Ghorvash has been using the 
one opposite the dead retriever as 2 
place to torment Vanthus. 

Creature: Vanihus Vanderboren, his 
soul now transformed into a twitching, 
shrieking larva, lies pinned to a wax 
tablet on the altar by several long rusty 
needles. Horrifically, Vanthus is one of 
those few larva who retains knowledge 
of his lif, and upon seeing the PCsbegs 
for redemption and salyation. You can 
use Vanthus to fil the PCsinon any bits 
of backstory inyolying the treacherous 
brother that remain to be explained. 
Rescuing Vanthns fom his wretched 
state requires a miracle, true resurrection, 
or wish, (or just resurrection if the PCr 
recover his body fom area 13). Whether 
or not his claims that he now seeks 
redemption are honest is left for you to 
decide—if resurrected, he has lost his 
Lemorian half-fiend template. It may be 
more merciful for the PCs to simply put 
him out of his misery once and forall. 


VANTHus VANDERBOREN, 
Male lara 

NE Medium outsider (evil) 
Manual of the Planes 199 

Init 13; Senses Listen -1, Spot—1 
Languages Common 

AC16, touch 15, flat-footed 11 —— 
bhp 45 (eartently 2hp, 2H) 

Immune cold, fre, mind-affecting effects 
Resist acid 10, electricity 10 

Fort 46, Ref'x6, Will +2 

Spd 30 #. 


cRL 


Melee bite +3 (1d4+1 plus disease and 
wounding) 

Base Atk +2; Grp+3 

Abilities Str 12, Dex 17, Con 16, Int 10, Wis 
8, Cha 14 

Disease (Ex Devi chils—bite, Fortitude DG 
19, incubation period 144 days; damage 
id4str. 

‘Wounding (Ex) Awound inflicted by a larva 
bleeds for'l additional point of damage 
each round until a DC 15 Heal check is 
made or magical healing is applied. 


4. Dagon’s Gate (EL 13) 


The floor of this antechamber is inlaid 
with 3 complex pattern of blue and green 
files that almost gives it the ilusion of the 
surface of a placid pool of water. 


‘Trap: One round after a creature 


‘This chamber served as 2 gather 
ing area for meditation by the temple's 
guardians. The chain netting above is = 
2o-foot-square fishing net once used for 
calching the great leviathans of the deep 
off the nearby coast—despite its omi- 
nous appearance. it is harmless. 

Creatures: Saint Kargoth has sta- 
tioned a half-dozen ghast archers in 
this room. The undead wait loyally and 
patiently for the death knight's com- 
mand, although if they notice victims 
succumb to the breath of Dagon trap in 
area 4, they shriek in delight (alerting 
the ghasts in area 6 and the occupant of 
area 8) 8 they race into area 4 to attack 
drowning PCs, 

Ghast Axchers (6): hp 115 cach; see 
page 79: 


6. Abandoned Vikiten (EL 17) 


centers this area, its lungs fll with nearly 
freezing seawater. The target must make 
two DC 25 Fortitude saving throws. The 
férst determines whetheror not the viet 
is stunned for 1dg rounds by the sudden 
sensation of Iangs filled with freezing 
‘water (creatures with any resistance or 
‘immnityto ald antornatically make this 
saving throw), The second is io determine 
ifthe victim can expel the water ftom his 
lungs before he begins to drown —if the 
victims shunned, this saving throw suffers 
24 penalty, Failure indicates the victim. 
dropsto ohp atthe start ofthe next round 
and thereaffer continues to drowa. Water 
breathing ereatures,of course, donot need 
to worry abouldrowning from this trap. 

Breath of Dagon: CR 13; magic 
device; location trigger; automatic 
reset; Foititude DC 25 resists stunning, 
Fortitude DG a5 resists drowning; 
Search DC go; Disable Device DC go. 

‘Development: Characters who suceurnb 
to this trap are likely toalert both groups 
of ghast archers in the nearby rooms. 


f, Vikarn (RL 18) 


Three ornately carved benches stand here 
with a few small incense burners and lit 
tapers providing a sharp fragrance of rot- 
ting seaweed. A great net composed of 
susty chain links hangs from the ceiling 
overhead like some kind of awning, 


This room isbare and dusty. A pair of bat- 
tered wooden benches sit against the walls, 


Greatures: Like area 5, this was once a 
‘viharn. Several ghast archers lie in wait 
in this chamber. 

Ghast Archers (4): hp 15 eac! 
page 79. 


see 


7. Watchtowert 

Stairs rise thirty-five feet into a single 
chamber at the top of each of these tow- 
‘rs, These chasabers lie beneath conical 
golden roofs and feature several nar- 
row windows that look out over Gaping 
‘Maw to one side and into the swirling 
depths of Shadowsea to the other. These 
‘windows ate transparent planar barri- 
ers—they allow observation from either 
side, but not transport. 

‘A character who peers into Shadowsea 
as a cumuilative 259 chance per round 
of catching a glimpse of an immense, 
horrific shape waiting in the dark 
waters. This is none other than Dagon, 
Prince of the Darkened Depths, lurking 
in the nearby waters of Shadowsea and 
ready to emerge into Gaping Maw when 
the PCs challenge Demogorgon. Dagon, 
does not notice any PC peering through 
these windows, but the mere sight of 
the obyrith lord is enough to affect the 
observer with his form of madness. 


ee coe 


Any creature that observes T 
must make a DG3: Wil 


indicates the creature deyelops an 


gon 


overwhelming fear of the ocean an 


the ocean is 


its depths. As long a 


in sight, the creature is distracted 


with fear and ta 
Will saving throws, He also takes a 
4 penalty on attack rolls against 
creatures with the aquatie subtype. 
On the first round of combat against 
a creature with the aquatic subtype, 
the character must make a DC 33 Will 
d with fear for 1d6 
al or greater restoration 


kes a4 penalty on 


save or be 
rounds, & 


spell can cure the effects if the 
DC 35 caster level check 
Miracle or wish automatically cures 


succeeds on 


the condition. 

A creature that makes this save is 
immune to Dagon’s form of madness 
fora hours. This is 
fear ability that does not affect chaotic 


ffecting 


evil outsiders. Even creatures that are 
affected. by 
Dagon's form of madness, although 


they suffer its effects for only 1 hour 
if they fail their saving throw—for all 
other 
until magically cured 


atures, t 


effect is permanent 


Armassivestone dome hangs forty feet over- 


At fis apex is 2 large apening lead 
ing into the dark interior of the temple's 
central golden spite. Beneath this opening, 
has been inscribed a magical ciccle with a 
small cauldron at its center. Tall wooden 
pillars support the chamber's dome, Set 
nb 
upon with have been mounted crude 


n these pillars are wooden poles 


wooden 


This bot, or“most holy prayer room," 
was ance a central place of Dagon wor- 


ship in the Age before Ages. The datk- 


ened opening leading to the vault above 
has @ a-foot-wide lip surrounding its 
inner edge, The clicle beneath is iden- 
tiflable with a DG 30 Knowledge (arcana) 
check as some type of chaotic transmit 


ting focus.A DC 4o check identifies itas 


the sile from which the savage tide will 
be unleashed. Unfortunately it isindel- 
ibly inscribed by the morphic will of 
Demogorgon at caster level 30. Ifsorme- 
howdestroyed, i 
The cauldron is filled with briny water 
and is necessary for the activation rit 
Gf the master pearl. The five fetishes a 
jaguar, a sea tu 


‘eforms after 1 round. 


gnizable as 


ras, A DG 15 Knowledge (local) check is 
enough to realize that the eraftsma 


chip resembles those of the Olman of 
the Isle of Dread 
Creature: Saint Kargoth the Betrayer 


the fitst death knight created by 


Demegorgon, has chosen this chamber 
as hisarena for defense. He calmly awaits 
he arrival of the PGs, whom he knovs 
are near, but is eager to leave Wat Dagon 
toretum ta his fortress of Kolurenth on 
Gaping Maw—as powerfll as he is, the 
death knight finds the locale 
able and menacin 

A corrupted human paladin who 


meomiort~ 


once served in the Grea! Kingdon 


betrayed his brothers to 


quickly ascend through the ranks of 


demonic hierarchy. He has came to view 
on as his lord and god, and is, 
in many Ways, the demon prince's most 
loyal follower. Of the le 


who serve’ Demogorgon,-Kargoth alone 
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would never consider betraying him, 
Additional information about Kargothi’s 
history, including full details on his 
{ill from grace and ties ta the demon- 
spawn Arendagrost, can be found in 
issues #290-#291 of DaaGon magazine, 
although they are not relevant to his role 
here as Wat Dagon’s defender. 


Sr. KaRGorH THEBerRaver CR 23 
Male half-fiend human death kright ex 
paladin &fblackguard 10 
CE Medium undead 
Monster Manual 147, Monster Manual 207 
Init +2: Senses darkvision 60 fi, detect goods 
Listen +4, Spot +4 
‘Aura despair (10 .), fear (15 #2.) 
Languages Abyssal, Celestial, Common, 
Draconic 
EAS, touch 16, Nat tooted 44 
bhp 351 (377 with Derogorgon's alious 
‘Sphere, 18 HD); DR 15/cold iron and good 
Immune acid, celd, electricity, polymorph, 
undead traits 
Resistacid 10, fre 10, SR 28 
Fort-426, Ref 120, Will +22 
Spd 20, fy 20 ft. (perfect) (base speed 30 
ft unarmored) 
Melee +5 unholy longeword +35):30/:25/120 
(1d8+26/19-29) or 
+45 unholy longsword +33/+26/+22/36 
(1d86/19-20) and 
Demogorgon's Bilious Sphere 48 (1¢81210 
plus ad6 aed) or 
touch +9 (idiaa3 negative energy plus 
Con, DC 32) 
Base Atk +18; Grp +29 
‘Atk Options smite good Sjday (+13 t0 attack, 
+410 damage: 1/day +28 damage), sneak 
attack +446 
Special Actions abyssal blast, command 
undead L6/day (413, 26421) lay on 
hands (130 hp/day) 
Spells Prepared (CL 10th) 
_ath—freedom of movement inflict critical 
wounds (DC 18) 
3rd—infct serious wounds (2, C17), 
summon monster IIL 
and—death knell (DC 16), inflict mederate 
wounds (DC 16), shatter (DC 26) 
ast—comupt weapon, inf light wounds 
@,DC15) 
Spell-Like Abilities (CL 18th) 
3[day—darkness, unholy aura (DC 2), 
poison (DC 27) 


2/Say—biasphem) (BC30), contagion 
(C27), desecrate, horrid wilting(DC 
$32) suman monster (Cl 20th, evil 
creature only), summon monster IX 
(ends only), unhallow, unholy blight 
(0C27) 

Bbilies Str 37, Dex 14, Con 
18, Cha 36 

5Q dark blessing, flendish servant, poison 
ise, turn immunity, unholy toughness 

Feats Cleave, Improved Sunder, Mounted 
‘Combat, Power Attack, Ride-by Attack, 
Spirited Charge, Two: Weapon Fighting, 
Weapon Focus (longsword) 

Skills Bluff +16, Concentration +14, 
Diplomacy +23, Hanule Anitval +22, 
Hide 424, Intimidate +36, Knowledge 
(ligion) «13, Knowledge ithe planes) 
47, Ride +23 

Possessions +5 iniproved shadow ful plate, 
43 animated heayy sted shield, +5 unholy 
Iengsword, Demogorgon’s Bilous Sphere 
(Gee Appendix One), cloak of Charisma 
5, amulet of natural amor+5, ring of 
protection +5, boots of speed 

‘Abyssal Blast (Su) SL. Kargoth can unleash 2 
blast of elditeh fire once per day filing a 
120-foct-radiuis spread anyahere within a 
range of 1,120 feet. The blest deals 1846 
damage (half fir, half divine power);2 DC 
32 Reflex save halves the damage. 

Fear Aura (Su) Creatures of less than $ HD 
within 15 feet must make 2 DC 32 Wil 
save or become panicked. 

Flight (Su) 5t. Kargoth’s fy speed Ir 
supernatural in nature, functioning. 
similarly to that granted by a flyspell, save 
that it cannot bedispelled. 

Turn Immunity (Ex| St. Kargoth cannot be 
affected by turn undead. 

Unholy Toughness (Ex) st. Kargotl gains 
a bonus to his hit points equal to his 
Charisma modifier times his Hit Dice. 

Inherent Bonuses st. Kargoth hasa +4 
inherent Bonus to Strength and a +5 
infierent bonus to Charisma. 

‘Tactics: Saint Kargoth is one of the 
deadliest foes the PCs are destined 
to face, as befits his history and role 
as the first of Demogorgon’s death 
knights. If he hears the PCs enter 
area 4, he takes the time to cast free- 
dom of movement, corrupt weapon, and 
unholy aura before stepping through 
the double doors into area 4 to join 


Inte, Wis 


hhis ghast minions in the fight against 
the PCs: Ketgoth activates his boots of 
speed on the first round of combat and 
Degins the battle by casting horrid wilt 
ing or using bis abyssal blast (taking 
care to hit as few ghasts as possible), 
‘but thereafter fights in melee. The 
death knight is unneryingly silent in 
combat, making no villainous proc- 
lamations and issuing no maniacal 
Taughter—he is as cold and relentless 
in personality as he is in battle. Loyal 
tothe end, Saint Kargoth fights to the 
death, confident that if Demogorgon 
survives what is to come, the Prince of 
Demons will restore him. And if the 
Prince of Demons is to fall, Kargoth 
would rather fall first. 


9. Collapsed Hall 


Halfway actess the charniber the floor has 
ctacked and sunken, creating a treache~ 
us slope down into churning waters: The 
westem half is lenjfeet lower and rests at 
an anigle to the rest of the room. 


‘The door to area 10 is swollen with 
wetness and barely remains on its hinges, 
syinging open easily but only providing 
1 fot of headroom between the surface 
of the water and the door jamb. 


110. Mondbop (EL 20) 


‘Murky water floods this entire chamber, 
save fora smal ledgeof rubble upon which 
rests a tattered pest of doth and debris. 
‘Ancient stone shelves line the walls, mostly 
submerged withonlya few items scattered 
upon their tops. The ceiling: rises 10 feet 
above the surface of the water. A fitfully- 
burning toich made of rushes is affixed to 
the south wall 


‘This was once the library of the tem- 
ple, but the sacred texts once stored here 
have long since been moved to Abysm 
‘The waterisizfeet deep.'The torch isan 
everburning torch, 

Creature: This room has been one 
jnan's home for the past thousand 
years, 4 man whose slavish devotion 
and dedicationto Demogorgon isas fill 
as any mortal could ever express. This 


is the Olman shaman who discovered 
the first shadow pearl, and the frst 
Olman to fill under its influence— 
Nulonga. Old even before his devotion 
to Demogorgon began, Nulonga aided 
Demogozgon in the cultivation of the 
master pearl over the past millennium, 
Here in Wat Dagon, the man never ages, 
never grows tired or hungry, and never 
wonders what might have been had he 
the will to resist the Demogorgon’s hire 
so long ago. 

Nulonga is an emaciated tuin of a 
man, both of his legs ending in stumps 
that bear the sears of crude stitching. 
His legs were his first sactifice to the 
Prince of Demons so long ago—his 
immortal soul the next. His teeth 
are liltle more than rotten stumps, 
sharpened to cracked points, and he 
carries the odor of decay abont him, 
a manifestation of his unusual bond: 
with death—if slain, Nulonga’s spirit, 


Nulonge 


slips like a parasite into the closest 
body, resurtecting in an undead shell. 
Nulonga has died countless times,and 
has used undead hosts to secure his 
own resurrection as many times. His 
death wish is Demogorgon'’s greatest 
gift and curse tothe old man, ensuring 
his immortality at the cost of his 
eternal servitude. It is unlikely that 
the PCs will be able to kill the ancient 
shaman as long as Demogorgon lives 
unless they take care to destroy all 
of the bodies of defeated ghasts in 
Wat Dagon. 

While Nulonga is quite dangerous, 
his role in the defense of Wat Dagon 
is minimal—he prefers to leave that 
job to Saint Kargoth and General 
Ghorvash, Yet if both of them are 
destroyed, Nulonge feels it in his, 
bones, and realizes he's the last thing 
standing between the PCs and the 
master pearl 


Nutonca cR20 
Mate old human sorcerer 10/thrall of 
Demogorgon 10 
CE Medium hurranoid 
Dirason #357 28 
Init=2; Senses Listen +4, Spot +4 
Languages Aby: 
AC 23, touch 13, flat-footed 23 
hp 7120 HD) 
Fort 110, Ref 14, Will 18 
Spdl0fi(antrn) Z 
Melee +1 greater empewering club-+13!+8)/+3 
(ide-2) 
Base Atk +15; Grp +12 
Special Actions death touch, death wish, 
Deiregorgon's will, kypnsis, reaching 
touch, rotting touch, summon demon, 
touch of fear 
Combat Gear staf of esomenay (42 charges) 
Sorcerer Spells Known (Cl 14th, +12 ‘ouch, 
+13 ranged touch) 
7th (a/day}—sirger of death (6 26) 
6th (6/day)—flesh to stone (OC 24), greater 
dispel magic 
th (/day!—feeblerind (OC 23}, teleport, 
wal offorce 
-4th (8/day}—animate dead, bestow curse 
(C23), dimension door, enewation 
3rd (day) —elsiraudience/lairaayance, 
displacement, fy, vampiric touch 
and (8/da}}—Hiindness/deafness (OC-2), 
_falve lif, ghoul touch (DC 23), resist 
energy, spectral hand 
ast (§/day)—expeditious retreat; magic 
rrissile, protection from law, ray of 
enfeeblerent, shel 
6 (6/4ay}~acid splash, areane mark, detect 
‘meg, ghost sound (OC), ight, nage 
hhend, mending, resistance, touch of 
fitigue(DC 35) 
Abilities Sir 5, Dex 7, Con 
Cha 26 
$Q dus actions; metamagic specialist, scaly 
flesh, two personas 
Feats Craft Wondrous item, Dark Speech, 
Extend Spell, Forge Ring, Quicken Spell, 
Spell Focus (necramaney, Ths to 
Deron (Demagargon), Willing Deformity 
Skills Bluff «31, Concentration +23, 
intimidate +29, Knowledge (arcana) +25, 


a4) 


sé, 


Knowledge (teligion) +16; Knowledge (the 
planes) +16 Spelleraft 417 

Possessions +1 greater empowerhig club 
(ae rod af greoter empower meamagic 
that also furictions as a +1 club), ring of 
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protection +5, ing of Charisma ¥6 (2s cloak 
‘of Charisma-46), brocers of armar-+6, helm 
of tlepatty, key to ares 13 


Death Touch (Su Nulongs-can use an effect 


identical to that of slay living once per day 
(For DC 28 negates). 

Death Wish (Su) As an immediate action, 
Nulonga can will his physical body 
to die, Ifstruck by lethal attack, 
he can elect to use this ability the 
instant before he dies. This ability 
frees his soul to inhabitany other 
humanoid corpse within 1 mile at any 
time within the next 24 hours. That 
corpse animates as a juju zombie (see 
Forgotten Realms: Unapproachable East) 
but gains all of Nulonga’s memories, 
spell casting, and special abilities 
(including death wish). Nulonge’s soul 
is immediately aware of all suitable 
corpses within 1 mile and can reach 
any of them instantly regardiess of 
bartiers or other magic that prevents 
possession, such as protection from evil 
‘Once a body is vacated by Nulonga, 
he can no longer use it for possession. 
Given time, Nulonga's first act upon 
gaining a new body isto hack off his 
own lege to honor his bargains with 
the Prince of Demons. 

emogorgon's Wil (Sp): Nulonge can-call 
upon the Prince of Demons once par day 
4o be granted a limited wish, The use of 
this ability requires 3 full rounds devoted 
to entreaties and prayers te Demogorgon 
before the limited wish is granted. 

Dual Actions (Su): Twice per day, Nulonga 
can take two fall rounds! worth ofactions 
in the same round, 

Hypnosis (Su): Once per day, Nulonga can 
produce an effect identical o that of the 
ypnotism spell (Will DC 28 negates), 
except itfunctions as a gaze attack with 2 
range of 30 feet, 

Metamagic Specialist This alternate 
class ability allows Nulonga to apply 
metamagic feats to his spells without 
evtending the time required to cast 
them, This ability replaces his ability to 
summon a familiar 

Reaching Touch (Su): Three times per 
day, Nulongs can cause his arms to 
stretch unnaturally like tentacles. This 
provides him an extra $ feet of reach 
for | round, 
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Rotting Touch (Su): Three times per 
day, Nulonga can deal 146 points of 
Cosjtitution damage as a touch attack. 

Sealy Flesh (Ex) Nulongas flesh is covered 
with fine scales that grant him a +4 
‘tural armor bonus. 

‘Summon Demon (Spl; Nulonga can summon 
ademon of 5 HG or less once per day, 
‘This functions a5z surmion monster spell 
cast bya 15th level caster, Once per day, 
hecanalso summon s demon of 10 HD 
or less, Thisabiliy is the equivalent ofa 
Athclovel spall the ability tesummona 10 
HD demon is the equivalent of a 7th-level 
spell. 

‘Touch of Fear (Su): Three times per day, 
Nulonga can cause a creature he strikes 
with atouch attack to become frightened 
for dé rounds, A successful DC28 Will 
save means the creature touched js 
merely shaken for 1 round. 

‘Two Personas(Ex}: Whenever Nulenga 
subjected toa mind-affecting attack that 
allows saving throw,he makes two 
saving throws. Both saving throws must 
fail in order for the mind-affecting attack: 
to-affect him. 

Feats Thyall to Demon allows Nulonga 
to gain a 42luckbonus to one rall a 
day. Willing Defermity grants hiry a #2 
deformity bonuson intimidate checks. 
"Taeties: As son as Nulonga hears the 

sound of combat in Wat Dagon, he casts 

clairaudience/lairsoyance to observe events 
in area 8, Once Kargath is defeated, 

Nulonga prepares for the inevitable by 

casting extended versions of fly, false lif, 

resist energy (ofa type he witnessed the 

PCs use), protection from low, and shield, 

then moyes out to confront the PCs 

wherever they may be. 

Once he encounters them, he 
shrieks curses in ancient Olman, 
flies up near the room's ceiling, and 
begins casting spells. Nulonga knows 
his body is fragile, and doesn't expect 
to last too long against the PGs, 90 
he prefers to fight them using magic 
from his staff of necromancy (enervation 
being his favorite attack), since once 
he is slain and returns to “life” in ab 
undead body, he'll have to rely more 
heavily on his spells, Only if the PCs 
prove resistant to his staff does he 
resort to his spells, 
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When slain, Nulonga!s spirit seeks out 
the special body kept in ares 13, animates 
i, and prepares his second defense 
against the PCs. 

Treasure: Among the various items 
scattezed atop the shelves are the 
components ef an alchemist’s lab, 
an dlisir of vision, a crude voodoo doll 
recognizable «is War Secrelary-General 
Gromsfed with a needle through its 
head, a huge black pearl worth 500 gp, 
two defaced gold statuettes (one of Mlaloe 
and one of Quetzalcoatul) worth 1,000 gp 
each, and a stone jar of black bile of the 
‘world (see DUNGEON #144). 


11. Worm Tunnel (EL 20) 


The tunnellbeyand this archway is low and 
‘cramped, circular in cross-section, with 
floor, walls, and celling mede of whet looks 
Lunsettlingly like leather. These surfaces bear 
hundreds ofthousands of words writtenin 
Abyssal, carved into the leathery substance 
in a tangled mass af interwoven spirals, 


‘This “hallway” is in fact the body of 
a fiendish mottled worm (an aquatic 
variant ofthe purple worm) of monstrous 
proportions, its body cored out and 
preserved to create a coiling tunnel 5 
feet in diameter Although the preserved 
flesh has the flexibility and feel of leather, 
it's as tough as stone (hardness 8, hp 60 
per sft. section, Break DC 32}, If the PCs 
break through the preseryed hide into 
the surrounding room, they find merely 
an empty chamber fall of dust and debris 
that once served as another sala in the 
temple. From the outside the purple 
worm is easily identifiable for what it 
actually is, The runes are prayers to 
Demegorgon interwoven with the magic 
of the trap that wards this chamber. 

(Creature: If four rounds after a crea 
ture enters this room, there are still 
crealures inside the tunnel, a potent 
magical effect activates and resurrects 
the ancient worm. The monster reflex- 
ively coilsup into the room [into its 20- 
foot space), but any creatures inside of 
the hallway when this transformation 
occurs are antomatically considercd 
to be swallowed whole—any holes or 
damage inflicted on the worm’s body 


before it resurrects is immediately 
healed upon its return to life. The worm 
immediately attacks any creatures not 
be already swallowed—the monster's 
narrow body and boneless structure 
allows it to squeeze through 5-foot-wide 
openings if it needs to pursue foes. 
Ancient Worm R20 
Advanced clite fiendish mottled worm 
‘NE Gargantuan magical beast (aquatic) 
‘Monster Menual 211, 107 
Sonses darkvision $0 8. 

tremorsense 60 ft. Listen +35, Spot 40 
Languages Abyssal 
AC 20, touch 5, at Footed 20 
bhp 495 (32 HD); DR lo/magic 
Resist cold 10, Fre 10; $R25 
Fort27, Ref-+17, Will +10 
Spd 20 f, burrow 20%, swim 10. 
Melee* bite-+35(3d8+26) nd 

sting +0 (386438 plus poisor) 
‘Space 20 fi; Reach 15 ft. 


Base Atk +52; Grp +60 

‘Atk Options Awesome Blow, Cleave, 
Improved Bull Rush, Power Attack, 
improved grab (bite), smite good 1/day 
(#20 damage) 

Special Actions swallow whole 

*10-point Power Attack 


Str Ink, Wis I 


Dex, Coi 


Cha 6 

SQ amphibious 

Feats Awesome Blow, Cleave, Improved 
Bull Rush, Improved Critical Gite, sting), 
Improved Natural Attack (bite, sting), 
Improved Toughness (+1 hp/HD), Power 
Attack, Weapon Focus (bite, sting) 

Skills Listen +35, Swirn +24 


12. Boiling Poo! 


The floor of the chamber has collapsed, 
leaving a boiling pool of green water 
five feet below a rickety wooden bridge, 
its planks slippery with green mold and 
biack mildew. The chamber js stifling, with 
clouds of sulfurous steam filling the room, 
preventingan accurate guess at the reams: 
size or the eventual destination of the rick- 
ely bridge. 


‘he water in this room comes from 
2portion of Shadowsea where veleanic 
vents heat the normally freezing water 


to boiling, As a ¥esult, the extreme 
hest in the room requires a Fortitude 
save every 10 minutes to-ayoid taking 
nonlethal damage as described on 
age 403 of the Dungeon Master’s Guide. 
‘The water itself 1s 20 feet deep, Being, 
splashed czuses 146 points of fire 
damage; being totally immersed in 
boiling water causes 1046 points of 
fire damage. The steam in the rom 
functions as obscuring mist—creatures 
five feet away have concealment (0% 
miss chance), while those farther away 
have total concealment (50% miss 
chance), A character walking on the 
bridge must make a DG 12 Balance 
check; failure by s or more indicates the 
character has slipped and fallen into 
the boiling water below. 

‘The door to area 13 is made of an 
‘ltrahard metal called obdurium, and is 
locked by an arcane Tock spell (GL. 20th). 
‘The door is also red-hot—contaet with 
it causes 246 points of fire damage. The 
door is locked with sn almost impos- 
sibly comples lock (Open Lock DC s0)— 
Nulonga carries the key on cond around 
his neck, but the complexity of the lock 
means it takes for ronnds to open it 
with the key. Open Lock attempts take 
10 rounds, Unlessthe dooris first canted: 
(Nulonga typically casts ohill metal via 
his limited wish to do so), the somewhat 
fragile key mast makea DG 20 Fortitude 
save each round (using the users saving 
throw) to avoid melting, 

Obdurium Door: 6 inches thick: hard 
ness 30) hp 360; Break DG 72, 


13. Chamber of the Great One (EL 22) 


‘Murky waters lap at thesloping shore that 
setves this room a5 2 floor, giving off an. 
acrid, roiten stench. in the shallows sits 
an enormous oyster, rising from the water 
like'a massive shark's fin, its valvesserrated 
and spiked and studded with razor-sharp 
horns. The blackened and pitted shell 
smokes as if had recently been exposed 
to great heat, and its interior is charred 
black as well rather than the expected 
opalescence of mother-of-pearl. Within, 
on 2 slithering bed of horror and alien 
flesh, rests 9 huge black pea, larger than 
man's head, that pulses with black energy 


inwhich ghostly, disembodied faces seem 
to shilek- A pair of four-foot-high wooden 
stakeswith strips of leather hanging from 
their sharpened points pratrude fam the 
olly send on the narrow beach near the 
monstrous shellfish. 


‘The moment the room is entered 
and the party gets a quick look at the 
master pearl, the fiendish oyster senses 
intruders and snaps shut to protect. 
its treasure, This fiendish giant oyster 
ig the very one from which the origi- 
nal shadow pearl that brought down 
‘Thanaclan grew. Demogorgon trans- 
ported it to the Abyss and has used it to 
grow a master pearl capable of detonat- 
ingall of the shadow pearls simultane- 
ously. If the peatlis triggered during 
‘the proper ritual in area 8, the savage 
energy released throughout the Mate~ 
rial Plane is siphoned into, the pearl 
and thence into Demogorgon—if this 
oreurs, see Concluding the Adventure, 
Nulonga oversaw the slow process of 
this pearl’s growth, providing it with 
the humanoid sacrifices necessary for 
its proper growth. 

‘the oyster itself is as hard asada 
tnantine. Attempts to pry it open 
require 4 fantastic Strength, and any 
creature that allempts to do so or 
who attacks it with a natural weapon, 
‘unarmed strike, orlight weapon takes 
446 points of slashing damage from 
the shell’s many razor-edged horns, 
Knock won't open the shell, but dispel 
chaos dx dispel evil forces its valves to 
fall open if fhe caster can succeed on 
a DC 35 caster level check, The oyster 
isa living creature, so antimagic 
sno effect on it, 

‘Once the oyster’s shell isdestroyed orits 
valves forced open, the master pearl within 
can be snatched with ease. Of course, any 
non-chaotic evilereature that touches the 
‘master pearls bummed for 546 points of vile 
damage (Will DC 20 hall) telekinesis and 
other methods of remote manipulation 
Can prevent this damage, but wearing 
heavy grunilets or attempting to knock 
the pearl loose with’ a weapon offers 
no protection—its vile energies travel 
through whatever object is used against 
it to bum ils aggressor. Vile dimage can 
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only be healed by magic cast within the 
Any 
creature that takes any vile damage from 


area of a consecrate or hallow spell. 


the m 


ster pear! must also make « DC 30 
Will save to resist being transformed into 
are. Avan artifact, the master 


jearl is immune to most mortal attacks, 


although a Merdentainen’s disunction has 


the usual chance of destroying it. Barring’ 


its destruction, simply removing the 


master p 


ail from Wat Dagonis enough to 


stem the Savage Tide until Demogorgon, 
pearl 

If the PCs haven't yet slain Nulong: 
a familiar corpse greets them here. 
Yanthus Vanderboren's: body (rebuilt 


by Demogorge 


can retrieve th 


's will if his eopareal 
remains were destroyed in “Into the 
Maw risly display in 


tis rung up betwicen the two 


en put on 


wooden stakes driven into the sand. 
If Nulonga has been kille 


possesses Vanthus's body and animates 


his soul 


itasajuju zombie. 
Fiendish Giant Oyster: Hardness 2 
hp 360; Open DC 34; Break DC 48; Fort 
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a4, Ref 44, Will Ha2tmmune to acid 
cold, cting effects 
Creature: Upon inhabiting Va 


body, Nolonga eacily wrigales free from the 


ie, and mind 


thus 


bonds nd hacks off his legs on the razor- 
sharp elges iendishoyster'sshell. He 


than slides into the water on the firside of 
the oyster, Tying in wait underwater for the 
PGs to arrive, casting Extended fly, flse Wi 


resist energy, protetion fom law, and shield 


NuLonGa as VANTHUS cR22 
Male old juju zombie human sorcerer 10/ 


Unapproacheble East 6” 


Init +4; Senses Listen +4, Spot 44 


Fort 10, Ref +5, Will +18 
Spd 108. (cant ran) 
Melee slam +14 145-1 
Base Atk +15; Grp +14 
‘Atk Options Power Attack 


Special Actions death touch, death wi 
Demogorgon'swill, lypnosis, reaching 


satting touch, summon demon, 


Weis, 


magic specialist, scaly 
i, turn resistance +4, tvo personas 


Feiits Craft Wandrous Item, Dark Speech, 


Exten 


el, Forge Ring, Improved 
wer Attack, Quicken Spell 
sinaney), Thrall to 


limb 47, Concentration 


ictimidate +27, Knowledge (arcana) 
+413, Knowledge eligion) +14, Knowledge 
e5)414, Spelcrat 

jes: Nalonga’s tactics in this final 


(the pl 6 


similar to those be used agains 


before, only this time hehasnoth 


sltthem with, He 


ing but his spel 
casts a quickened displacement on the sur 
round in adition to casting an area 
le then 


nagic on the pat 


s wall of free to keep the PCs divided, 
feeblemind against spellcasters, and flesh to 
stone or finger of death against other foes, 
He augments his attacks each round with 
‘quickened magic missiles, rays ofenfedblement, 
and blindness/deafness. Tf he is desteoyed 
amin, Nulongeis spisit seeks out any other 
suitable humanoid bodies to possess— 
while Saint Kargoth was a halfiend in 
life (and thus, being an ontsider, cannotbe 
‘animated by Nulonga), the numerous trog- 
lodyte ghasts are all eligible bodies forhim 
to return in, Nulonga takes time only to 
cast fiyon himself in this case, racing back 
to area 13 as quicklyas he canto conffont 
the POs again, IF they think to close the 
door, he usesa limited wishto open it with a 
nock spell, otherwise he waits impatiently 
for Demogorgon to arrive and joins his 
master in the last battle, 


PART FOUR: LORD OF THE 
SAVAGE TIDE 

Despite the number of distractions the 
PGs have thrown against Demogorgen, 
hetriumaphs aver Orensat about the same 
time the PGs enter Wat Dagon, forcing the 
Prince of Undeath toretreat back te'Than- 
atos to nurse his wounds (Orcuk zehums 
to Gaping Maw shortly thereafter, but 
arrives ata remote point in the Screaming 
Jungle and remains hidden-—he simply 
‘wants to be on Gaping Maw if Demogor- 
gon is deftated'so hell have a chance for 
the crown). Demogorgon then teleposts 
to Lemoriax to.aid in the defense of his 
tity—by this point, Gwynbarwyf and 
‘Quali-Nomay’s legions have penetrated 
the city's outer defénses and are causing 
incredible damage to the city. 

‘Yel once the PCs reach the Chamber of 
the Great One, Demogorgon finally real- 
izes the trath behind the atiacks They 
‘ere not orchestrated by his archenernies 
Orcusand Gwysharwyf but bya band of 
foolish mortals His rage at the realiza- 
tion intense, he abanclons Lemoriax by 
casting galeto creates portal to area x3 in 
‘Wat Dagon. Through the gate cin be seen 
the city of Lemorinx in flames, armies 
of demons being driven deeper into its 
heart by the advance of Gywnharwyf's 
and Quah-Nomag’s armies. Yet the sight 
of the Prince of Demons himself shoul- 
deringhis way through the portal should 


bbe enough to strike horrorinto the PCs’ 

hearts—the final battle has begun! 

Greature: As Demogorgon enters Wat 
Dagon, his twin heads shrieking in rage, 
‘his overwhelming dual yoices ring tele- 
pathically in the hegds of all presents 
“Pools! At last you reveal yourselves to 
iy wrath, The audacity of your ridicu- 
Jous plan is almost enough to convince 
me to simply destroy you, Buthere [find 
‘you at this, the heart of my savage tide, 
Know that even as my minions crush the 
last of your pathetic invasion, your own 
deaths will be neither quick norpainless, 
They will be works of wonder, tortures to 
inspire de ages. You will, at my touch, 
Tecome legends!" 

Avthe height ofhis power, Demogargon 
is. a CR x creature with the resources of 
an Abyssil layer at his command, Yet ifthe 
PCs have done their jobs, what they fae 
now is merely a shadow of the Prince of 
‘Demon's true might. Ataxing battle with 
Orcus, the draining of power to maintain 
the interdiction zone, the recent loss of 
several key aspects (and possibly even 
clones), and the portion of his very life 
essence that he has placed into the master 
pearlin order to make his plan of harmony 
between his personalities work have all 
combined to weaken Demogorgon to the 
point that the PCs may actually have a 
chance against hima. 

The statblock for Demogorgon 
prevented below represents him at 
full strength. Depending on how 
many different steps the PCs have 
successfully taken to distract and 
weaken him, the actual incarnation of 
the Prince of Demons they face may 
be much less deadly, although never 
less than a CR 23 menace. There are 
five things that the PCs can have done 
to weaken Demogorgon: 

+ Recruit Oreus Tithe PCs secnred Orens! 
aid, the Prince of Undesth confronts 
Demogogon at Abysm. While unable to 
defeat Dernoggongon al this time, Oreus's 
efforts weaken him significantly. 

+ Shy Arendagrost: The destruction of 
one of Demogergor's most powerful 
offspring causes a corresponding (but 
temporary) loss in-his personal lifeferce, 

+ Defeat Both Clones: IPhoth Bagromar 
and’Tetradarianare slain andjor forced 


to turn traitor agains! Demogergon, 

Demogorgon suffers a loss of his life 

force that, given several months, he 

can rebuild. 

Release Obox-ob: The Prince 

of Vermin is, perhaps, the one 

thing Demogo:gon fears. Even 
though only an aspect, Obox-ob’s 
manifestation on Gaping Maw is 
incredibly demoralizing to the 

Prince of Demons. 

+ Maleanthet’s Betrayal If Maleanthet 
shares a bond with one of the PCs 
still, she can use that bond to tele- 
pathically lash out at Demogorgon as 
he appears in Wat Dagon, What the 
Queen of Succubi whispers to her 
soon-to-be et-lover is heard only by 
Demogorgon, but it causes him to 
falter fora moment, to-almost shimp 
in rejection and defest, and then to 
roar in « terrible Tage. He focuses 
the majority af his attacks an Mal- 
eanthet’s proxy, but the demoralizing 
rebuke bas done its damage. 

Total the number of factors the PCs 
were able to achieve; each one of these 
successes eilectively imparts twonega- 
tive levels to Demogorgon that he can- 
not remove without several months of 
recuperation in Gaping Maw. These 
negative levels Cunetion somewhat dif 
ferently than normal nepative levels; 
they reduce his hit points by 5 + his 
Constitution modifier, reduce his spell 
resistance and natural armor bonus by 
‘2 each, remove some of his spell-like 
abilities, reduce the save DCs of his 
altacks, and in some cases remove spe- 
clal abilities entirely. 


Drmoaorcon crs 

CE Huge outsider (aquatic, chaotic, evi, 
extraplanar, tana’) 

Init +11; Sences darkvisian 60 ft, true 
Seeing; Listen +48, Spot +48 

‘Aura demonic command (120 fe), unholy 
‘ura (opel in fect) 

Languages Abyssal, Aquan, Common; 
telepathy 300 A 

KE59, touich 19, flat Footed 14 ( 
De, +32 natural, 44 armor, +4 deflection) 
Dodges Mobitity 

hp 869 (37 HD) fast heating 20; DR 20/cold 
iron, epic,and good 
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PRINCE OF DEMONS TEC 


Immune electric, petrifiation, potion 

Hartel acid 10, cold 10, elect 10, fre 10 
SRA6 

Fort +42, Ref +35, Will +3 

spank 

Melee"? tentaces 


ft (good), ewirn 50 f 


46(1d8:31 plus roi) and 


ail slap +aa (ed6133 plus energy drain 

Space 15 fl; Reach 15 ft 

Base Atk 137; Grp +61 

Atk Options Corr 
Reflexes, Dark Speech, Power Att 
Spring attack, Whirlwind Attack 


Expertise, Combat 


Special Actions dual action, gaze, 
demon, symbol 

Spell-Like Abilities (Cl. 25th) 

vill astral projection, blasp 

(oc 25), 

ect goad, detec fa 


harm mars santagien (DC 


25), dise 


magic, greater magic 
(pe 


ange, sticks 


rf lan 


mnage, shop 


10 snakes (see DRAGON #327), eekinesis 


3/eay—quickene 
quickened great 


DC 30), weir 


pC30) 
*10:point Power Attack, greater mage fong 
(45) on all tural weapons 


32, Con 46, Int 30, Wis 


Abilities Sir 42, 
26, Cha 32 
SQ amphibiou 
Feats Combat 


xpertise, Combat Reflexe 


Datk Speech*, Dodge, Improved Bull 
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Rush, Improved Initiative, improved 
Toughness +1 ha/HD), Mobility, 
Multisttack, Power Attack, Quicken 
Spell-Like Abitit 
_feeblemind), Spring Attack 

Skills Bluff +51, Concentration +58, 
Diplomacy +59, Hide +43, Intimidate 
455, Jump +64, 
Knowledge history) +50, Knowledge 

religion) +50, 


igrecter dispel magic, 


Knowledge (arcana) + 


(sature) +50, Knowled 


nowledgo(the planes) 15D, Listen +48, 


Move Silently +51, Search +50, Sense 
Motive +48, Spellcraf +54,Spot +48, 


vie 464 


ark Speech is a feat from Fiendish Codex 


I. IF you don’t have access to this book, 


replace this feat with Awesome Slow. 
‘Aura of Demonic Command (Su) As Prince 

of Demons, Demogorgon exudes an aura 
sof 120 


of demonic command to 2 


feet. With # fewexceptions, no demons 


within this area can tl 


any action 
without Dermogorgon's permission 


Demogorgon reflexively grants 


permission to act on the demon's turn. An 


fected demon in this area mus 


DC 29 Will avew 


never he attempts to 
take eny action that Demogorgpn do: 


indicates that he 


may take the action, while failure means 


hat 


demon not only loses that action 


but also tates 246 points of Charisma 


dainage as Demogorgon’s wrath tear 


into his mind. Demons within the area 
that Demogorgon are not aware of may 
act as they will, as can any demon with 


1und Soul feat Keyed to any 


the Abys 


ther demon lord (although Demogorgon 


iutormatically recognizes rival Abyss- 


Bound Souls as soon as they enter h 


sonic command). The Abyss: 
Bound Soul feat is detailed in Fiendish 


‘odex I: Hordes of the Abyss. Demon lords 


ie not affected by Qemogorgon'’s a 


of Demonic Cammand. The save DC is 
Charisma-based. 

Dual Action (Ex) Demogorgon, having two 
heads with distinet intelligences and 
personalities, can take two rounds! worth 
oPactions in any given round, as ithe 

Energy Drain (Su) Any living crea 


Demogorgon'’s tal sap gains 1d 


el bectovied, 


levels. Fr each negative 


Demogorgon heals 5 points of damage. 
ifthe 


the damage he has taken, he g 


nt of healing is more than 
ny 
aDc% 


Foritde saveto remove negative level 


excess as temporary hit points. 


Gaze (Su) Each of Demagogon'sheads has 
its own gaze attack Any creature within 
30 feet oF the 
successful DC39 Wills 


round atthe beginning off 


demon lord must make two 


ing throws each 


turn, the first 


save against Demogorgan's beguiling gaze 


ithe second ane against his insanity 


gare 
Demagergon c 


The save DC is Cherisma-base 


actively target foes 


with his beguiling gaze and insanity 


faze, In which case each ga 


e requires 


a standard action to activate. As a 


dard action, he may lock the gaze: 


of both heads an a single target and 


Use a special hypnosis effect. He cannot 
tise his hypnosis gaze during thesame 
round in which he uses his beguiling 
gaze, his insanity gaze, or both 

Beguiling Gaze: The gate attack of Aameul, 
Demogorgonis left heae) is the equivalent 
(oF a charm monsterspell 

Insanity Gaze: The gaze attack of 
Hethradal, emogorgon's right head, 1s 
the equivalent of an insonity spell. 
Hypnosis Gaze: Only a target with 25 Hit 
Dice or mores allowed a save to avoid 
the gaze of both Demogorgon's heads. 
Those who succumb to this gaze are 
affected as though by a hypnotism spell. 

Rem Master (Ex) Demogorgan can use 
any magie item, even spell completion 
items such as wands or scrolls. Heean 
also create any magic item or construct 
as though he had the necessary feats and 
prerequisite spells or other requirements, 

‘Mage Armor (Su) Demogorgon is constantly 
surrounded by an aura of force that 
provides atmor protection identical to a 
‘mage armor spell that cannot be dispelled. 

Rot Su) Any living creature touched by 
Demiogorgon’s tentacles must succeed 
‘ona DCs Fortitude save, or is Nesh 
and bones rotaway. The creature takes 
1d8 points of Constitution damage 
immediately and 2 points of Constitution 
damage every hour thereafter until it dies 
ora remove disease spellis cast. This spell 
stops further damage only if the caster 
mates aC 30 Caster Level check. The 
save DC is Constitution-based. 

Summon Demon (Sp) Demogorgon ean 
‘summon demans to his sideto serve 
him, using a variant of most tanar'’s 
summon tanar'ispell-like ability. He 
ean summon any number ofdemons 
with this bility as 2 standard action, 
as long as all he demons summoned 
are of the same type—if Demogorgon 

wishes to summon a succubus anda 

nalfeshnee, he'll need to use this ability 
two separate times, He can summon up 

40 30 Hit Dice of demons per day with 

thisability. Although hecan summon 

any type of dernon (including loumaras, 
obyriths,and demons without a subrace), 
he cannt summon unique demons 

or demon lords using this ability. this 

ability isthe equivalent of a th-level 

spell (CL 20th}, 


‘Symbol (Sp) Demogergon can cast ary symbol 
spell once per dayas a spell-ike ability. 

True Secing (Su) Oemogorgon has the 
fects of true seeing constantly active; this 
ability cannot be dispelled. 

Constant Spell-Like Abilities Since he can 
se fly. unholy aura, and greater magic 
fang at wil as spell-lke abilities, these 
spells sre always'n effect wien he's 
encountered, The effects of these spells 
and spell-lie abilities are included in the 
stat black above, 

‘Tactics As Demogorgon creates his gate, 
Gwynharwyf notices the poral open from 
‘the field of battle. Eager to aid in the fight 
gztinst her old enemy, Gwynyarwyfaesumes 
\hislwind form on the surprise round, She 
‘rolls.+1 initiativechecson the frst round 
6 cormbat—if she beats Demogorgon, she 
cantake a run action to move through the 
_gateand into area 13 fo aid the BCs as well 
(bate that she can automatically tamble 
through Demogorgon: square and avoid 
aittacks ofopportunityasshe passes through 
the gate). Gwynharwyf's stats appear in: 
Dungeon #iqo—if she makesit into area a3, 
youshould hand the PCs copy ofhier stats 
and allow thei to run her in the bate to 
come, Gwynharwyfenters thebattlealready 
‘wounded, at oftly 260 hil potnts and with 
only one mighty mage remaining, and 
having expended both cure serious wounds 
spel-like abilities forthe day, 

Another individual notices Demogor- 
gon’s actas well—watching the battle of 
Lemoriax from a safe distance, Iggwilv 
notices the gate open. She teleports to 
the main entrance of Wat Dagon and 
enters the structure via that route, not 
wishing to get caught up in a battle 
against Demagergon but eager to be 
nearby when it rexchesits conclusion. 

Once the battle begins in earnest, 
Demogexgon utilizes the following tactics. 

Surprise Round Demogorgon opens 
his gate and steps into area 13, deliv- 
crs his telepathic monologue to the 
PCs. Gwynharwyf notices the gate open 
and assumes whirlwind form, Tgewilv 
notices gate open and teleports to the 
entrance of Wat Dagon, Soothed by 
Demogorgon's presence, the fiendish 
oyster relaxes and opens its valves. 

Round 1: If she beais Demogorgon’s 
initiative, Gwynharwyf can move into 


ae 


area 13, whereupon she falls under PC 
control. On his turn, Demogorgon 
ceases concentealingon the gate (causing 
itto close behind him), uses aquickened 
_feeblemind on a spellcasting PC, and then 
uses the first of his actions to telekinesis 
‘the master pear] into Hethsadiah’s mouth 
(his right head) where it is promptly 
swallowed. He uses his second action to 
summon a balor(Demogorgon does net 
ave tomake the caster level check to use 
summon spells in Wat Dagon), 

Round 2: Demogorgon attempts to 
telepathically contact Nulongs ithe isnt 
present; if he discovers that the now 
undead shaman is waiting on the other 
side ofthe closed andlocked door in area 
32, Demogorgon can spend a standard 
action to open the door, Otherwize, he 
spends one of his actions to attack (a full- 
round attack if possible) uses another 
action to use an area greater dispel magic 
onthe PCs,and uses secand quickened 
_feeblemind on a PC. 

Round 31: In the following rounds, 
Demogorgon generally tukes one of his 
dual actions to make full attack action 
(or to move and make a single attack) 
and uses another action to use a spell- 
like ability or to direct « gaze weapon 
ata specific PC. Whenever he's reduced 
below 300 hit points, he casts heal on 
himself: In the first few rounds ofcom- 
bat, he's likely to focus the majorty of 
his attacks on Gwynharwyf—she can 
likely take a few rounds of dedicated 
attacks from the Prince of Demons, but 
she won't List for long, But by distract: 
ing Demogorgon, she certainly gives 
the PGs the opportunity to get in a few 
rounds of actions. If the PGs retreat 
back through Wat Dagon, Demogergon 
4s too large to squeeze through five- 
foot-wiele doors and has to instead east 
shapechange to temporarily assume 2 
smaller form to pursue, 

Iggwily reaches arca az at the end of 
round 3, IF the door to area a3 is closed 
and locked, she opens it with a Km. 
ited wish (to duplicate a kuock spell) but 
remains out of sight in the steam, pre- 
paring an action in ease Demogorgon 
tries to escape, 

‘Unless the PCsmanageto fully distract 
‘him and infliet the full 10 negative levels, 
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PRINCE OF DEMONS 


Demogorgon retains the ability to create 
agate Ifthingsare looking grim and he's 
reduced to less than 100 hil points, the 
Prince of Demons easls gate to retreat 
to Abysm in an attempt to escape with 
the master pearl safé in his belly. Unfor- 
tunately for Demogorgon, by this point 
Iggwily has reached the area and has pre~ 
pared an action for just stich an event. 
As he casts gate, the Witeh Queen casts 
dimensional Tock in the room, effectively 
blocking the gate and givingthe PCs one 
more round (¢ finish tim of 

“There's small chancenevertheless that 
Demagorgon might manage to escape 
‘once things turn bad. If he can retreat 
to Abysm with the master pearl, he’s effee~ 
tively unreachable for now—penetrating 
Abyss defenses is an adventure in and 
of itself Demogorgon still fives, and the 
master pear] still exists, but this situation 
still jst a total loss for the PCs (see Con- 
duding the Adventure), 


End of a Demon Prince 

Although the PGs need not slay 
Demogorgon to prevent the savage tide 
(see Concluding the Adventure), killingthe 
Prince of Demons is the most direet yay 
to stop his plans. If Demogorgonis struck 
a mortal bloy, a timbus forms around 
his heads resembling two erowns of dark 
energy. These crowns quickly merge into 
one single crown, and-as the towering 
demon lord enunbiles ty the ground, his 
dying roar echoes oat from Wat Dagon and, 
into both Gaping Maw and Shadowsea—at 
beacon to-all who Inst for power, 

Atthis point, all creatures on Gaping 
Maw and Shadowsea are instantly aware 
‘of Demogorgon’s fall and tealize that the 
strange crownlike emanation is the right 
of mastery over the entire layer. Every 
being on the plane who aspires to the 
title of Prince of Demons realizes he may 
attempt to clzim the title as his own. 

"To attempt to claim the title of Prince 
of Demons, a character need only make 
a level check modified by his Charisma 
modifier. The character who struck 
the killing blow on Demogorgon (not 
just one who reduced the demon lord 
to o or negative hit points) gains a +5 
circumsiance bonus om this cheek. 
Creatures with a blood relation to 


Demogorgon gain a +5 circumstance 
bonus on the check. Creatures (like 
Griz'zt) who did not participate in 
a meaningfal way in the savage tide 
or the War of Gaping Maw suffer a 
=ac penalty. While many creatures on 
Gaping Maw and Shadowsea lust for 
the mantle of ralership, only a few 
are likely contenders and thus need 
be considered in this contest. These 
individuals and their modified checks 
areas followst Arendagrast 433, Bagromar 
‘+41, Belcheresle +34, Dagon $38, Ghorvash 
+26, Graz‘at +42, Gromsted +36, Kargoth 
431, Nulonga +28 (126 as juju zombie), 
Orcus #43, Tetradarian +43, Ulu-Thurg 
432,and Urbala 427. 

Neither Celeste nor Gwynharwyf 
elect to try and take ¢n such an onerous 
mantle,and Charon abstainsas well (ince 
the title would essentially amount to a 
“demotion’ for him). Quath-Nomag, loyal 
as ever to Oreus,abstains in deference to 
hisleige. Although she's tempted, Ipgwilv 
also abstains, as she as happier with het 
current plans to utilize Demogorgon’s 
“soul” for her own purposes—she more 
than any other mortal understands 
the perils associated with becoming + 
Princess of Demons. 

Of course, any of the PCsare welcome 
to roll a8 well—and in fact, attempting to 
take the roll ifonly to keep suck power 
from Oreus of the other fiends is an 
almostnoble reason for sucrifieingone’s 
soul (which is essentially what taking 
on the mantle of Prince of Demons, 
amounts to). Kath contender rolls once, 
with ties being resolved by additional 
rolls. The winner becomes thenew ruler 
of Gaping Maw, gaining control over its 
morphic characteristics and the tanar'si 
subtype if he doesn't already have it. 
‘The new Prince of Demons’s alignment 
immediately shifts to a chaotic or an 
evil alignment (prince's choice), and he 
is considered a native of the 88th layer 
ofthe Abyss. [fa characteris still serving 
as Malcanthet's proxy, she tries to force 
that PC to claim the crown, promising, 
whatever she thinks itl take in reward 
for essentially becoming her new lover, 
She resorts to casting demand on the 
player if it comes to it. If her agent 
fails to become the Prince of Demons 


for whatever reason, she tears her mark 
free ftom him leaving an ugly red sear 
and inflicting 2d6 points of Charisma 
drain in the process. Maleanthet holds 
grudges—that PC has certainly not 
‘heard the last form her. 


Stopping the Sevage Tide 
“The surest way to stop the mass savage 
tide from eyer occurring is to destroy 
the master pearl, Mordenkainen’s disjunc~ 
tionhasa chance of doing this, but sucha 
routeis risky. Once the PCs have control 
of the master fearl, they can retreat to a 
safe location (such as the eladrin Court 
of Stars, or even Igewil’s Manos) where 
Demogorgon won't be able to follow 
with ease. If Demogorgon survives, he'll 
certainly wage war againist wherever the 
‘PCs po inan attempl to regain the master 
pearl, so the PCs don't have a lot of time 
to research a method for the actifact’s 
destruction. Fortunately, with the master 
pearl at hand, the solution is only a DC 
4o Knowledge (arcana) checkanda day of 
studyin awell-stocked library away—the 
surest and safest way to destroy it isto 
jmmerse the savage artifict in waters of 
exceptional serenity and purity. Half'a 
dozen such locations exist in the mul- 
tivetse, but the one that the PCs likely 
have the easiest access to is the fountain 
of beauty in the Court of Stars. The pearl, 
once immersed, crackles and smokes, 
and seems ready to burst and trigger its 
savage tide anyway, then just as suddenly 
turns white and brittle, the consistency 
of chal 

Ifthe PCs dén't have the allegiances 
with the eladrins or otherwise don't have 
the resources to destroy the master frearl, 
secreting the artifact away isa temporary 
solution at best. Demogorgon spares no 
expense in tracking the pearl down, and 
eventually finds if, no matter how well 
hidden it is. OF course; if this buys the 
PGs enough ue tp seck out and destroy 
all 34 shadow pearis hidden in the Material 
Plane, successis still theirs, 

IfDemogorgon is slain, the master pearl 
remains a threat. Anyone who learns the 
relatively simple ritual of activation can 
trigger it ‘The ritual, of course, must be 
performed in area 8 of Wat Dagon, so 
preventing access to this spot isa semi- 
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effective way to stave off'the savage tide. 
Of course, if the new Prince of Demons 
isallied with the PCs, he can use his abil- 
ity to exertmorphic control over Gaping 
Maw to shunt Wat Dagon into oblivion, 
although doing so makes a permanent 
and dangerous enemy of Dagon, 

If Demogorgon survives and manages 
to escape Wat Dagon with the master pearl, 
the PCs have still hought themselves a 
Tittle time, It will take Demogorgon sev- 
eral weeks of recuperating in his fortress 
of Abysm heffyre he’s able fo return to Wat 
Dagon to trigger the savage tide, In that 
time, the PCs could go ona crusadein the 
‘Material Plane to scour the world of the 34 
shadow pears, could bargain with Dagon to 
seal off Wat Dagon from Gaping Maw, or 
could even organize a daring invasion of 
‘Abysmin an attempt to finish the job, Such 
adventures are, unfortunately, beyond the 
scope of this adventure (bat see Coatinu- 
ing the Campaign below). 

The worst case scenario sees the PCs 
failing to stop the savage tide, either 
because Demogorgon slew them all 
or because they were forced to flee the 
Abyss. In this case, Gwynharwyt is forced 
to abandon her assault soon thereafter— 
Orcus has already essentially quit the field, 
‘Charon, satisfied that Demogorgon has 
paid for his crimes against the Styx, returns 
to his traditional duties as well. Gaping 
‘Maw emerges ftom the war scarred but 
largely unchanged, and soon thereafter, 
the savage tide descends upon the world, 


CONCLUDING THE 
ADVENTURE, 

Ifthe PCs were successful in their quest, 
weighty matters have come to a head. 
Methods for destroying the master 
pearl are detailed above, yet there likely 
remains several loose ends that need 
tidying up. 

A Sacrifice to Ahazu: It’s likely that 
the PGs were forced to make an unpleas: 
ant bargain with Ahazu the Seizer in 
return for the release of Shami-Amou- 
rat, If the PCs have already provided 
the Seizer with a replacement, then you 
can consider this loose end dealt with. 
If, on the other hand, they attempt to 
offer Demogargen as the replacement, 
Ipgwilv steps in to throwa kink into the 


plan (see below). In any event, Ahaeu 
is not destined to gain Demogorgon, 
as his latest prisoner. The PCs have 
what remains of their 66 days to find a 
replacement, otherwise they'll be drawn 
into the Wells of Darkness themselves. 
Of coruse, for epic-level characters, 
there are always other options—see the 
Aba Ascendant campaign seed, 

‘Demogorgon's Death: With Demopor- 
gon’ death, the defense of Gaping Maw 
falls apart as his hordes disperse in a 
panic, melting into the endless jungle 
and oceans. Orcus quickly claims Lemo- 
cine whether he’s become the new Prince 
of Demons ornot—ifnot, he maintains 
a reinforced beachhead that remains 
a thorn in the side of whomever rules 
in Demogorgon’s stead. The cladrins 
conclude that theic part in the invasion 
is done with Demogorgon’s death and 
begin a systematic withdrawal, but not 
before Gwynharwyfand Celeste make 
sure that the PCs have a way out of the 
Abyss as well. The PCs have made eter- 
‘ial ftiends of the Goust of Stars, but if 
one of them took the mantle of Prince of 
‘Demons, that one is forever viewed sus- 
piciouslyas the eladrins wait ta see ithe, 
‘oo, will succumb to demonic tendencies 
and needto bedestroyed. Regardless, the 
greatallimee that Ixid Demogorgon low 
quickly dissolves as each fiction returns 
to its own interests. 

Iggwilv’s Plan: Iggwily, now in pos- 
session of Tuerny's Iron Hask, makes 
herself known a few rounds after 
Demogorgon's defeat. If one of the PCs 
has become the new Prince of Demons, 
she smiles at him and invites him to 
drop by hee manor, any time, for a long 
chat. She then unstoppers the flask and 
uses it to draw in the lingering motes 
of blickness and writhing smoke that 
coil around Demogorgon’s corpse. As 
she draws in this essence, capturing 
what's left of Demogorgon’s “soul,” 
the dead demon lord’s body melts 
away into the Abyss, leaving behind a 
permanent black stain on the shore, 
Iggwily doesn't explain why she's gath- 
ering Demogorgon’s soul, but it cer~ 
tainly prevents Abazu from seizing 
him (see abore), and if the PCs want 
to stop her, they'll need to fight her, 


Once she's gathered all of Demogor- 
gon's remains in the flask, she retreats 
toher manor—she has little interest in 
pursuing further interactions with the 
PCs at this time. 

‘The Vanthus Situation: Vinthus, a 
thorn in the PGs’ sides throughout the 
angjority of the campaign, finds his final 
fate in the PCs hands. Lavinia has little 
interest in redeeming him, and indeed 
he maybe beyond redemption, yeta PC 
who takes him underhis wing may find 
that after all he's been through, Vanthus 
Vanderboren may yet have a sliver of 
honor left in what remains of his frac- 
tured soul. 


CONTINUING THE 
CAMPAIGN 

By the end of this adventure, the PCs 
should be at east astlevel, yet this does not 
mean that the adventure is over, Presented 
‘here are several adventure seeds that you 
can tse to develop additional scenarios to 
challenge your now-epic-level PCs, 


‘Ahanu Ascendant 
Ifthe PCs promised Ahazua replacement 
prisoner fir Shami-Amourie, they likely 
have only afew weeks remaining to finda 
proper sacrifice. Yet, as powerful as Ahazu 
is he remains a prisoner himself and the 
PGsare nowpowerfillas well Ifthe char- 
acters decide to go back on their word 
and don't providea replacement prisoner, 
the Wells of Darkness attempt to claim 
them instead, striking against the PCs 
66 days after Shami-Amourae’s release, 
Normally nothing could prevent the PCs 
fiom being captured by the Abyss, but if 
‘Demogergon hasbeen defeated, they are 
the stuff of legend. Each PC gains 2 DC 
30 Will sive to resist being drawn into the 
‘Wells of Darkness, and since the Wells are 
attempting to capturé all of them, all of 
the PCs must fail this save in order for 
them to become imprisoned. PCs on the 
Abyss at the time take a 410 penalty on 
this save, and those actually on the Wells 
of Darkness automaticaly fil their save, 
Ifthe Wells of Darkness fil to capture 
them, they donot tryagain. Yet the vacancy 
left by Shamni-Amourae vexes and enrages 
Aharu, and over the eoursé of the next sev- 
eralmonths or years, the Siezer breaks free 
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from his selfimposed prison in a fit of 
rage that releases all of the other prison- 
ers of the Wells, ‘The studden return to the 
multiverse of so many pawesfil entities 
takes many pantheons by surprise, and 
the PCs maybe called upon time and time 
again to deal with these eseaped menzees. 
Eventually, Abazu seeks the PCs out in-an 
attempt to capture them hiraself—unless 
the PCs can defeat the Rae demon lord, 
they maybe doomed. 


New Thanaclan 

Iggwily-may have helped the PCs against 
the savage tide, yet she has never truly 
hhad their best interests at heart, In Gict, 
‘one might view her actions as nothing 
more than a way to gather Demogorgon’s 
essence in Tuerny’ Iron Flask. 

Once she has this essence, Ipgwilv 
sets her newest plot into motion, a plot 
to rebuild her empire on the Material 
Plane, The site for her plot, this time, is 
none other than the Isle of Dread. Using 
Demogorgoris essence, Iggwilv travels to 
the mains of Thanaclan, and in a single 
night of hideons power, resurrects the 
fallen city, rasing ruins from lake and 
erosion to build herself a new empire. 
She populates New Thanaclan with 
demons,cambions,apprentices,and other 
monsters culled from the region, and 
soon begins to lay her plans to create a 
series of portals through which she hopes 
to extend herruleto several bickeringand 
unsuspecting #epions to the riorth. 

Of course, Farshore is among the first 
locations to lear of the strange new 
developments on the ceatral plateau, 
and if the PCs aren't already living there, 
a panicked messige ftom Lavinia about 
strange lights atop the plateau and 
tumors ofa reborn Thanaclan should be 
more than enough to bring the PCs to 
investigate, Opposing Iggeilvis no small 
task, though, especially since the Witch 
Queen likely knows their weaknesses, 


‘The Return of Obox-ob 

Regardless of who claims the mantle of 
Prince of Demons {or even ifDemogergon 
survives), the events in Gaping Maw leave 
the Prince of Demons weak and shaken. 
Obox-ob, the Prince of Vermin, senses 
this weakness from the depths of Zionyn, 


the 66304 Tayer of the Abyss, and while he 
doesn't immediately assault Gaping May, 
‘he certainly begins sending his armies of 
obyrith monstrosities(some of which have 
never before been seen by these beyond 
‘Zionyn's uncharted reaches). These attacks 
grow quickly in power, md if Obox-ob 
‘manages to depose the Prince of Demons 
to reclaim his ccown, the very nature of 
the Abyss changes. The tanar'ri, once 
fecund and poteat, are forced into hiding 
as the Abyss itself begins to disgorge new 
obyrith armies, While one inight suppose 
that what's bad for the tanar'r is good for 
the rest of the multiverse, the ascending. 
obyrith plague docs not remain in the 
‘Abyss. Horzors long dead begin spilling 
through portals and into the Astral Plane, 
plaguing dazens of sites throughout the 
multiverse. The eladsin and the elemental 
planes are hit hardest—the obyriths 
‘remember their Joss so long ago and are 
ravenons for revenge. As oné of the few 
‘who stoodagainsta prince of demons and 
survived, powerful forces may turn to the 
PCs to.aid them in stemming the obyrith 
tide and sencling Obox-ob back into the 
depths of Zicmin. 


Rise of a Demon Prince 

Demogorgon’s nature was partially the 
result of the:-will of the Abyss, as:mani- 
{ested through Gaping Maw. Fach month 
the new Prince of Demons rules the 
layer, he shust makea DG30\Will save to 
avoid succumbing to a form of madness 
that impkats within him conflicting, 
dual personalities that eventually result 
in the growth of a second head, Only 
beings who were already demon lords 
escape this fate. 

In any event, a PC Prince of Demons 
finds that his new title may not be worth 
the trouble, Both Orcus and Graz’zt, 
assuming the new prince to be weak and 
untested, wage a relentless war against 
Gaping Maw. The new prince may have 
‘to seek alliances with other demon lords, 
in order to keep his prize—Maleanthetis 
certainly a good stact, but other demons 
like Dagon, Isidahur, and Zuggtmoy who 
once main‘ained alliances with Demogor- 
gon may (or may not be interestedin con- 
timuing such tics with the new prince. OF 
course, these allies likely require perilous 


and dangerous deeds by the new prince 
Deloxe they pledge their aid. 


The Succubus War 

‘With Shami-Amourae’srelease ffom the 
Wells of Darkness, Maleanthet's claim 
to the Razor Throne of Shendilavri 
‘pegins to erode. Shami-Amourae wastes 
no time in rebuilding her resources, 
and before long has not only forged an 
alliance ‘with Lynkchab, but has delved 
into the Dreaming Gulf to rescue the 
succubus Xinivrse from the horrid 
fate Malcanthet visited upon her, 
Malcanthet defeated these contenders 
for her crown before, but now the 
three succubi ate working together, 
and as their combined forces begin to 
whittle inexoriably away at Malcanthet’s 
armies and resources, the Queen of 
Succubi may just turn to the PCs she 
helped against Demogorgon. This time, 
though, itis she who needs theaid, and 
if the PCs refiise to help, she may just 
set intu motion one of her typically 
complex plo's to manipulate mortals 
into doing her bidding... starting with 
framing Shami-Amourae for all maner 
of horrendus crimes against the PCs in 
an attempt to trick them into opposing 
the Lady of Debased Eros, 


Demogorgon Rising 

Finally;there isthematter of Demogorgon 
himself Evenifthe PCs manage the near- 
impossible and slay him on his home 
plane, the ex-Prince of Demons will not 
remain dead for long. Like Obox-ob 
and Orcas before him, it's onlya matter 
of time before Demogorgon returns 
to the Abyss, whether grown from the 
shell of a surviving aspect, resurrected 
by aloysl and powerful minion, or even 
spontaneously ‘reformed by the Abyss 
itself And once his strength returns, it 
takes no huge stretch of the imagination 
to predict who tops his list for sevenge, 


APPENDIX ONE: NEW 
MaGIc ITEMS 


Acid Launcher 

Price (Item Level): 20,000 gp (15th) 
Body Slot: — (siege weapon) 
Caster Level: 0th 


oo oncon 


Aura: Moderate; (DG 26) evocation [acid] 
Activation: See below 
“Weight: 1,400 lb. 
‘This magical ballista does not use 
traditional ammunition, Instead it 
fires a sphere of acid (maximum range 
800 feet) that explodes in a a0-foot- 
radius spread, All creatures in the area 
take 10d6 points of acié damage, or 
half with a DG a5 Reflex save. An acid 
launcher requires no attack roll, takes 
up a s-foot square, and requires a 
crew of three (ora single ereature with 
six arms) to operate. Firing an acid 
Jauncher is 2 fall-round action for all 
of its crew. The device, when created, 
thas 50 charges—upon expending its 
final charge, the acid launcher melts 
into a puddle of acid itself, inflicting 
3d6 acid damage on its crew (ReflexD 
15 negates this damage), 

Prerequisites: Graft Magic Arms and 
Armor, acid fog. 

Gost to Greate 10,900 gp, 8eo XP, 20 days. 


Blast Disk 
Price (Item Level} 3,000 gp (7th) 

Body Slot: — 

Caster Level::0th 

‘Aura: Moderate; (0G 20) evocation (force) 
Activation: Standzrd (manspeation) 
Weight: Th. 

A blast disk resembles a jet-black 8-inch- 
diameter plate covered with tangled 
runes. When triggered, a blast dise 
explodesin a1e-feot-radius spread, déal- 
ing 546 points of force damage (Reflex 
DC 14 halves) ‘The explosion completely 
consumes the disk, malking this a one- 
use item. 

A blast disk can be set to explode via 
proximity ora timer of up to five rin- 
uutes—once the timer is set, you can deac- 
tivate it with a touch and a move-equiva- 
Ientaction. Others can deactivate it only 
wtih a DC 30 Use Magic Device check 
anda full-round action, 

If the device is set to explode yia 
proximity, the blast disk arms 3 rounds 
after it is activated. Thereafter, it 
explodes when the next Small or larger 
creatue enters the square in which it 
sits, That creature suffers a -2 penalty 
on the save ta reduce damage inflicted 
by the blast disk, 


Prerequisites: Craft Wondrous Item, 
‘magic missile, 
Gost 10 Create: 1,500 gp, 120 XP, 3 days 


Demogorgon's Bilious Sphere 

Price (Item Level): Major Artitact 

Body Slot: — (held) 

aster Level: 20th. 

‘Aura: Strong; (DC 25) abjuration, conju- 

ration, enchantment, evocation 

Activation: See below 

Weight: 5 Ib. 

This twisted iron rod is topped by the 

Bilious Sphere, an obscene parody of the 

Orb of Sol. Any good creature that wields 

this major artifact gains one negative 

Jevel that persists as long as the rod is 

held; this negative level never results in 

actual level loss, and cannot be overcome 
inany way while the rod is held. 
Demmogorgon's Bilious Sphere has the fol- 

Towing powers: 

= It functions as a45 heavy mace that 
deals an additional sad points of acid 
damage ona hit, Hive times a dayasa 
féce action, the wielder may increase 
the acid damage done ona single hit 
to +346, 

+ Tica he used to cast stinking elon five 
times per day. 

+ It can be used to east acid fo three 
times per day. 

+ Three times per day it can create three 
spheres of acid, ‘These spheres func- 
tion ax flame sphere, save thatthey glow 
green and inflict acid damage. All 
three spheres can be moved individu- 
ally with a single move action, 

+ Once pet day, it can be used to create a 
feeling of intense hatred in a creature 
‘within Go fet, The target can resist this 
effect with a DC 23 Will save, otherwise 
it Views another creature within sight 
(chosen by the rods user) as its most 
hated enemy. The target must do every- 
‘thing in its power to slay its enemy, 
‘This effect persists until the enemy is 
lead or 24 hours pass; it may be dis- 
pelled as iit were dominate monster 

+ A creature whom Demogorgon favors 
cam, asa free action, gain the follow- 
ing benefits once per day: immunity 
to acid, 4da2 temporary hit points, a 
46 enhancement bonus to Strength, 
or DR s/cold iron and good. 


Force Missile Ballista 

Price Item Level): 20,000 gp (5th) 
Body Slot: —(siege weapon} 

Caster Level: oth 

Aura: Moderate; (DC 20) evocation [force] 
Activation: See below 

Weight:1.400 Ih, 

‘This balista does not use traditional 
ammunition, Instead it fires a barrage 
OF five magic misries unerringly at any 
single target within Soo feet; each magic 
missile deals 1dqs1 points of force d: 
age, Mer the missiles strike their i 
tial target, an additional missile fires at 
every other creature within 30 feet of 
‘the primary target—each of these mis- 
siles strikes unerrignly as well for adgia 
points of force damage. 

A force missile balista requies no attack 
roll, tikes up a5-foot squate, and requires 
a crew of two (or a single creature with 
four arms) to operate. Firing a force mis- 
sile bdlistais a fall-tound dotion for all of 
its crew, The device, when created, has 50 
charges —upoti expending itsfinal charge, 
the force missilealista bursts into a storm 
of missiles that inilicts sd45 points of 
force damage on every creature within 
2 30-foot radins—demonic command- 
ers often order their underlings to save 
the device's last charge until the enemy 
is right on top of them and then use the 
final charge as last-ditch attack, 


Skull of Kellum 
Price (Item Level): Major Artifact 

Body Slot: — (held) 

Caster Level: auth 

‘Aura: Strong; (DC 25) necromancy 
Activation: See below 

Weight: 21h. 

‘This isa human skull with a bronze strap 
iveted arcund it transversely to hold its 
Jawbone in place. Battered and stained 
from long years, its four front teeth are 
missing and a rime waitten in Abyssal 
lows upon its forehead. 

‘This skull once belonged to the 
adventurer Kallum Vanderboren, 
murdered by his own nephew Vanthus. 
after he was seduced to evil by Ghor- 
vash. Some time after Kalium’s death, 
Chorvash claimed the skull and, with 
Demogorgon's aid, caught the spirit of 
the betrayal in the skull. 


ee 
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‘The sullofKallum ismeant tobe wielded 
as alight weapon. When a creature aitacks 
with it, the skull’s jaw bites and tears, 


inflicting 1d6 points of piercing, slashing, 
and bludgeoning damage Although the 


skull provides no enhancement bonus 


to attack or damage rolls, t is treated as 


irposes of 


a magic evil weapon for the p 
overcoming damage reduction. 

The skull’s true power lies in the 
betrayer’s curse. Each time the skull 
inflicts damage, the vietim must make a 
DC 22 Will save or becomeaffected by this 


curse, This curse manifests in combat, 
only 96 chance each tound 
that the victim attempts to harm bis 
with his most effective attack: 
er than take his intended 
ies are within reach, he 


there's a 2 


or spell rath 
action. Ifno 
moves toward 
Tfno allies are visible, the cursed victim 
spends his round roaring in anger and 
rage and eaa take no other action. 

This mind-affecting 
compulsion, It can be removed by 2 


he closest visible targe' 


curse ix 2 


miracle or wish, but remove curse is only 
effective if the caster su 
3o caster level check. 


Totem of Negation 
Price (Item Level): 200,000 gp (25th) 
Body Slot:— (lield) 

Caster Level: 20th 

‘Aura: Strong: (DG 25) abjuration, conjure 
tion, enchantment, evocation 

A 
Weight: 6o Ib. 


ation: See below 
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‘This isa hideous wooden pole decorated 


with leering demon faves. One end of 
the totem ts sharpened to a point, Ini- 
fiallycreated by 


it for use in battles 
against legions of spelleasting ener 
of creating these power 


fal totems has long since heen sold to 


es, 
the secre 


demon lords, among them 
gon. Nonetheless, the fantis- 
tic cost of creating. « totem 
ensures that they are not often used on 
the battlefield. 


A totem of r 


negation 


lation is a one-use item 
that activates as soon as it is thrust 
into the ground, At this point, the 
totem ereates a Go-foot-radius spread 
of dead magic, a region in which no 
spell, spell-like ability, or supernatural 
ability can fiction, The dead magic 
zone persists as long as the totem 
remains in place. An active totem of 


negation remains anchored in place 
an ¢ffect identical to that utilized 
by an immovable rod, except much 
mare powerful. This effect is the only 
magical effect that can fiinction inside 
ofadead magic zone created by a totem 
of negation, Ifa creature pushes aga 
an active totem of negation, it must 
make a DC3o Strength check to topple 


the totem—daing so causes the dead 


inst 


magic zone to end and leaves the totem 
of negation 2 mundane totem pole, A 
totem of negation can also be destroyed 
by damage, but it has Hardness 20 and 
6oo hit points. Regardless of how the 
totem is destreyed, the dead magic 
zone ceases to function immediately. 

Prerequisites: Craft Wondrous Item, 
antirnugic field. 


Cost to Create: 160,000 Bp, 8,006 XP, 


200 days. 


APPENDIX TWO: NEW 
MONSTER 


Arendagrost: Maw of the Abyss 
It is huges @ corpulent thing of darkness and 
ate and madness. Atrio of maws gape from 
naguely fiendish heads, cach gigantic rotting 
mouth filled with row upon row of fags. An 
obscenity of anger thesize ofa house, ts bedy 
is litle more thon « writhing tangle of ton= 
tacles, each large enough to crush the life ul 
of a man with bit a moment's idle whim. 


ARENDAGROST CRIB 
CE Gargantuan outsider (aquatic, chaotic, 
evil, tanarni) 


Init +4; Senses blindsense 60 ft, darkvision 60 
fi, tremorsense 60 ft; Lisen +0, Spat +39 

‘Aura death gaze (30 ft) 

Languages Abyssal; telepathy 100 8 

ACA? touch 6 flat-footed 42-4 size, 
436 natural) 

hp 487 (25 HD); fact healing 20; DR 15/eold 
iron and good 

Immune acid, death efeets electricity, fre, 
mind-affecting effects, poison 

Resist cold 30; SR 32 

Fort 428, Ref +14, Will +16 

‘Spe 60, burrow 30 f., fly 60 A (parte), 
swim 40 

Melee 3 bites +35 (2d8+14/19-20) and 
4 tentacles (2d647/19-20) 

‘Space 20 fi; Reach 208%. 

Base Atk +25; Grp +51 

‘Atk Options Awesome Blow, Cleeve, FysBy 
Attack, Improved Bull Rish, Power Attack 

Special Actions breath weapons 

Abilities Sty 39, Dex 10, Con 38, lat, Wis 
14, Cha 16 

SQ amphibious 

Feats Ability Focus (death gaze), Awesome 
Blow, Clesve, Fy By Attack, Improved Bull 
Rush, Improved Critical (bite, tentacle), 
Improved initiative, Improved Toughness 
(11 bp/H), Power Attack 

Skills Hide +16, Listen +30, Move Silently 

28, Spot +30, Swim +50, Tumble +28 

Environment 88th Layer of the Abyss 

Organization <elitary 

Treasure none 

Advancement 

Breath Weapons (Su) Each of Arendagrosts 
Fideous maws possess a diffrent breath 
\weapon, each usable once every ld 
rounds. The lefthead breathes 3 50-foot 


cone offre 20d6 re, Reflex C26 hal), 
the right 50-foct cone of frost(20d6 
cold, Reflex DC 36 half and the centeal 
8 100+foot line oFbloody acid (2046 acid, 
Reflex DC 36 half). As afull-round action, 
Arendagrost can use allthree breath 
weapons atthe same tine; otherwise, ose of 
asingle breath weapon's a standard action, 
‘The save DCS are Consitution-based, 

Death Gaze (Su) Any living creature within 
‘30 feet that meets Arendagiost’s gaze 
must make a DC27 Fortitude save ordie 
instantiy. The save DCs Charisma-based. 


‘Arendagrost is the legendary offipring 
‘of Demogorgon, the Prince of Demons, 
‘and Malcanthet, Queen of the Succubi, 
the result of their first unholy tryst. for 
an ge, Arendagrost was kept secretly 
shackled in the deepest bowels of Abysm, 
an abomination so horrid that not even 
the demon lord could stomach its twisted 
countenances Arendagrost's first known 
appeararice occurred almost goo years 
ago when Lord Kargoth, first ofthe death. 
Knights, released Arendagrost from its 
prison as part ofa profime ritual corrupt- 
ing the power of the Orb of Sol. Arendag- 
rost was unleashed upon the Great King 
dom outside Rel Devenand cata swath of 
destruction toward the capital of Rauxes, 
laying waste toall in its path before finally 
being cutdown bythe combined might of 
the Knight Protectors of the of the Great 
Kingdom. Arendagrost’s defeat banished 
it badk to the Gaping May for 190 years, 
but ithad proven iis worth to its father. 
Demogorgon saw that Arendagrost 
could be used to enforce his will if moni- 
tored carsfully. The Prince of Demons 
created a lar for Arendagrost beneath the 
fortress of Ungorth Reddik, whereit could 
serve to guard the land approach to his 
capital city of Lemoriax. Arendagrost also 
proved to be an expedient way to dispose 
‘of powerfil prisoners that Demogorgon 
wished to eliminate, After Arendagrost’s 
initial banishment had ended, Demognr- 
gon began using it cautiously to wreak 
havoc and destruction on other layers of 
the Abyss and other planes, Legends tell 
of a small Material Plane world, now cald 
3d dead, that incurred the Demogorgon’s 
wrath. He sent Arendagrost to punish it 
fora century. In addition, bath Oreus and 


Graz'zt haye felt the heavy fread of the 
Maw of the Abyss in assaults upon their 
‘homes In addition to its first death upon 
the Material Plane, Arendagrost has been 
Sliin twice in combat with Oreus, though 
alivaysat the cost of many of the Prince of 
Undleath most powecfl servants, banish= 
ing it again to Gaping Maw. Arendagrost 
is once again nearing the end of its latest 
term of banishment, and Demogorgon is 
conteniplating new strategies of deploy- 
tment against powerful strongholds on 
the Material Plane rather than wasting its 
‘might in futile battles with other demon 
lords, Ina few short years, the "Turasque 
of the Great Wheel” will once again prey 
“upon mortal wold, 

Arendagrost is a being of pure hate, 
and tends to crash into:combat in almost 
‘mindless savagery, reveling in the destruc- 
tion it causes, Characters slain or inca- 
pacitated by the creature are devoured as 
soon as possible. The destruction caused 
by its draconic heads is of particular 
amusementto the creature, and it attacks 
With its breath weapons as often as pos- 
sible, delighting in turning its ire anta 
characters that appear to be near death, 
waiting for them to beg for mercy o: 
quiver in terror before obliterating them. 
Arendagrost only withdraws from combat 
at Demogorgon’s direct order, 

Demogorgon and Maleanthet pro 
duced many other hideous offspring 
but none as horrific and powerful as 
the Maw of the Abyss, As an outsider, 
‘Arendagrost breathes but does not need 
10 cat or sleep. It does not appear that 
Artendagrost can produce its own off 
spring, but since it aitempts to destroy 
any other being it encounters, this theory 
45 unlikely to be fested. Arendagrost can 
‘only be perinanently killed on the Gap- 
‘ing Mav, its home layer of the Abyss. 


As always, Greg thanks those who contributed 
fo the creation of this adventure, including his 
playtesters, James and the guys at DuxcEoN 
‘and, of erse all the writers of the Savage Tide 
Adventure Path for heir inspiration and as 
tance. Held tke to dedicate “Prince of Demons” 
fo his san, bom during i wniting. (Just don't 
tell his wife—she might take itthe wrong way.) 
Greg also thanks Richard Pet for his aid in 
‘creating Arendagrost, the Maw of the Abyss. 
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Black Heartof Ulom,"The Mark Keavney 2 
Ruins ofNol-Dacr,The HLL. McClecky 3 
Wooden Mouse,"The Roger Smith a 
Titar’sDream,The Wiliams Todorsky 2 
Master of Puppets Gal Saigent 4 
Kingdore inthe Swamp John Nephew 4 
Into the Fire Grantand David Boucher 3 
AD&D 1st Edition MottingWilloy, The Edward P- Biomaley 11 5 
Tevel Adventure Author Issue Tapeneottetay Cri apeat 3 
2 Ladyof the Lake Lara Ferguson 5 alecein the Sky Martini John Singer 16 
1 ‘Trouble a Greg's Grantand David Boucher 4 After the Storm N.Kopsinis, 2. G.Goshliglan 6 
Se) Secrets ofthe Towers Lary Church to | S12 Bockwith NoEnd,The Richard Finerich 3 
14} Aseailton EddistonePoint Daricia Nead Elrod 1 | $42 Bristanam’s Cairn Joha Nephew 6 
143 Falcons Peak David Howwery 3 | S22 DarkCoaventicle,The  Richaré W. Emerich a 
3) Grabhints Lair Joba Nephew a | tia GutoFthe Askes Grant Tucker 0 
444 Lurkers inthe Library Datricia Nead Flrod 9 | 12 PlightofCirsThe  Grantand David Boucher 9 
2 143 Matchmakers,The Patricia Nead Elrod 7 | S42 Question of Balance, Nigel D, Findley u 
4-3 Monsterqueat Viace Garcia so | 10+ Byes of Fil, The “Turn Hickerson 5 
— +} Mountain Sanctuary John Nephew 8 | 20+ Jingling Mordo Gireus"The Vie Broquand 7 
a3 Nightshade Nigel D.Eindley 7 | 2 Sceptercfthe Undervorld James Jacobs 2 
| 3. Stolen Power, The Robert ga Threshold of Bil Scott Bennie 16 
4 Huddle Farm Willie Walsh 12 G Any Going Once...Going'Twice Patricia Nead Elrod. ry | 


ee 
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“ADD and Edition 


Level Adventure Author Issue 
e1. BelowVukure Polat Jet Fantooura 9 
} Ashtar's Temple ‘DeAnna Ferguson & 
1 Bad Batchof Brownies,A Lisa Smedman_ 8 
3 BestLaidPans'The Kent firiman w 
4 Garcia Fraeas! Stephen J Smith 3 
2 ClarshhisSepulchre Willie Walsh: 3 
(a Legacy ofthe Liosalixr Chris Hind es 
1} Murder of Masry Miller Cameron Widen ea 
a SeanThe Ray Winnings 80 
2 Visiting Tylwyth Scott Walley, 7 
4 Whes theLight Goes Out Steve Loken 7 
3 Alicarn David Howery 3 
TBackto the Beech Willie Walsh je 
Huphoria Horrors ‘Aken Grimes 4 
Faerie Wood Jef Crook: B 
Fraggart’sContraption Willie Walsh 7 

sie Today, Gone 'Temorsow J. Bradley Schell 9 
Invisible Stalker JobnathinM Rickards 6 

Jans’ Jinx ‘Kent Erman 6 

- ‘tlhe People, The ‘Matthew G. Adkins 6 
Loéal Legend, A Greg Rick Bad Schell 31 

One Winter's Night David Zence os 
PeerAunidtheWaters Johnathan M>Richards 75 

a RudwillasStew ‘Christopher Perkins 4 
Skulking Below ‘Darren Date & 
Through the Night Leonard Wilson 29 

Bad Seeds ‘Kevin Carter 7 
Bandits of Bungewood The Christopher Perkins st 
Ghoscat Widder Smithers John Barchtal 6 

Hot Dayin "rel, Ae James Thomas Zavich 44 

“54 Inberitanse, The Paul B Culotia 26 
ay ongard Tid Greeawocd 8 
Keep far Sale Peter‘ollers - 
Orage nd Black ‘Peter C.Spaha 66, 
Pabkiitie Willie Walsh es 

| hindering Poppof Andy Miller > 

- Quoitine Qnest G.hick CG ReaK Chadboume 73 

© RaceApainst‘Time,A Kent Ertman & 
Savage Beast on Poirier 5 
eae Christopher Perkins 4 
|j-Bradley Sebell 40 

Oliver Gabseh n 

James Wyatt 66 

William Kenower 6s 

Wolfgang Baur s 

W, Jason Peck 62 

Chaistopher Perkins 9 

Sasnuel Heath 8 

Tee Sheppard a 

Wille Walsh: a9 

‘willie Walsh 3 

‘Ted James!ThomasZuvich 33 

Rony Ross 9 


Pandoris Apprentice Leonard ‘Wilson 
Old Man Katan and the Ted James Thomas Zuvich 
‘Mushrosm Band 

‘Doorty Darkness, The James Wyatt 

Centauro Attention Johnathan M. Richards 
‘Datk Borest,‘the ‘Dan Silas, 

Enormensly inconvenient Kent Frirman 

All Things Nice John Baichtal 


Artist's Loving Touch, The Charles G, Reed 


‘Higger'They-Are,"The Steve Johneon 


Gailldron of Plenty, The — Willie Walsh 
Dayat the Markel,A Kevin Carter 

Encounter in the Wildwood Willie Walch 

Fruit ofthe Vine Charles C.Reed 
Homonenlous Stew Andrew Difiore, Jr. 
Jacobs Well Randy Maxell 

Lastof the Iron House _JesperJones 

Menacing Malady, The Christopher Perkins 
OFKings Unknowa Randy Maywell 

‘Their Master's Voice ‘Roger Baker 

‘Troll Bridge William S. Dean 
Unhallowed Ground Dan De Faxio. 

Vikas Carnie, The "Ted Jamies Thomas Zuvich 
Whitelake Mine Willie Walsh 

Old Sea-Dog “Thomas Kane 

‘Two forthe Road Tony Quick 

Well of Lord Sareos,‘The Roger Baker 

Witets Fide, The Paul Gott. 

Wrastle with Bertram,A Willie Walsh 

Pexitilson Nghiwiod Tail Jay Ouets 

Jase Willie Walsh 

‘Teil of the Frog Tito Testi 

Whistledown's Mantrap Bradley Sehell 

‘Ancient Blood (Grant and David Boucher 
Cloaked in Fear Peter'C. Span 

Dark Dajsin Welldale J. Mark Bicking 

Feast of Flesh A Peter R, Hopkins 

Fetch Matt Maas: 

Goblin Fever Randy Maxwell 


Hunly-Burly Brothers, ‘the Kevin Wilson 
TeTherean Hfin the Foise? Rafiel Fay & Dan De Fazio 


Mother's Cane;The John Guzzeta 
‘Moving Day Roger Baker 
NoStone Untuned Peter ©. Spalin 
Quekin’s Quandary Ghristophet Perkis 
Reflections ‘Lisa Doyle 

Spellbook Masquenitle —J-Lee Cunningham 
Stumping thePatty Christopher Pomeroy: 


‘To Walk Beneath the Waves W. Jaton Peck 
‘Unbndness ofRagens, The Jason Kuhl 

Vanishing Village, The Marcus Rowland 

‘Bejond the Glittering Vell Steven Kurtz 

Caveat Emptor "Ted James Thomas Zuvich 
Courier Service ‘Ted James Thomas Zuvich 
Chsader Peter Hoyd-Lce 


Dragon's Delve 
Ghost of Mistmoor,“The 
Hopelul Dewa 
TennyO!Brie's Poti ald 


Serpent's Thoth, The 
Asflag Unintntl Emporium 
Wight ofthe Bloodbirds 
‘Things "That Go Bump 

in the Night 


57 Wedding Day 
37 White Boar of KilfayThe 
4-9 Standing Stones of Sundown 
45 Beauly Goirupt 

45 Nbods Room 

45 Rogue 

45 Aerie Borne 

4-5 Avenging Muri 

4-5 Blood on the Plow 

4-6 Chadranther’s Bane 

446 First People 

4-6 Granite Mountain Prison 
4-6 Honor Lost Hono Regained 
(8 Khames's Folly 

4-8 Knight ofthe Scarlet Sword 
4-6 Maeof'the Morkoth, The 
46 Nocromnancer's Pet, "The 
4-6 Nymphs Reward 

4-6 Shades of Darkness 

4-6 Swing Shot! 

4-6 Tomb It May Concern 

4-6 Unexpected Guests 

4-6 Vale of Weeping Willows 
4-6 Veiled Threats: 

46 Wind Chill 

47 Fyesor the Teeborn 

4-7 Ghost Dance 

47 Juggernaut 

47 Legerdemainy 


7 Non-Prophet Organization 
North of Narborel 


+7 
7 Tallow’s Deep 
4-8 Cloudkill 
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Christopher Perkins 


Leonard Wilson 5 
Garytat # 
J Lee Canning a 
Nigel D. Findley » 
Willie Walsh 3 
rian Carella 4 
Rich Stump 8 
Paul, Culotea > 
Willie Walsh 9 
Paul. May s 
Kent Ertan, 5 
Jeff Crook a 
Davi Flowery 4 
Ralph Ree& Gig Rich 4 
Christopher Perkins 66 


Lanes Hanvermale 
Paul Hancock 


Keni Ertan w 
Roger Baker 6 
Paul Hamilton Beattie, 8 
J. Mirk Bicking i 
JeiP Crook 6 
James Wyatt ~ 
Jason Duke n 
Jeff Fairbourn 29 
David G: Wright 7 
Chie Dople 6 
Randy Mixwell 2 
Jeffiey P. Carpenter 8 
Mar: Johnson 4 
PeteeR. Hopkins B 
Kevin Carter ” 
Jeff Crook i 
David Howery p 
Roger E, Moore y 
Matshew Schutt 9 
Charles ©, Reed 5 
hrs Perkins BobWaldbauer 49) 


Steve Gilbert, ill Slavicstk 18 
JeffFairbourn 


ao: THE HOUSE OF 
CARDS 

Debut: “House of Cards,” by 
Randy Maxwell (Duweron #19) 
Claim to Fame: What would 
you do with a deck of many 
things? if you're one af the For 
GOTTEN Reais’ Night Masts, 
the answer is obviously, “Build 
dungeon doors out of the 
cards!" Those poor PCs! 


ERP PIL ese. 


ea 


68 
65 
69 
69 
&y 
10 
618 


Curse and the Quest, The 
Ulrich Monastery, The 
Armies anid the Vadendank 
Tark Hace, The 

Fortune Fayors the Dead 
Land of Men ath Btls The 
Mertyimane’s Roud 
Night Swarm 

trifying Priestess, The 
“Tn Saye'a Forest 
‘Tulips of the Silver Moon 
Fx Libris 

Green Ladys Somow 

‘To Corea Kingdom 
Winter‘Tapestry, The 

‘Dy Merklann Magic 
Hloating Rock 

Ugaglu of the Underdark: 
Boulder Dash, 

Chest ofthe Aloeids, The 
ye of the Storm 

sends of Tethyr 


Forgotten Man, The 
Ghazal 
Lady of the Mists, The 
Melody 

My Tady’s Minror 
Prism Keep 


Stepping Stones 
Telar in Notbia 
Wildsgawn 
Ailamere's Lair 
Bsn 


fas Bodyguard 
Huntfor a Hierophant 
Mad Chef of LacAnchois 
‘Trouble with Trillochs The 
‘Wayward Wood, The 

By the Wayside 

Rat Tap, The 

Serpents of the Sands 


Train of Events 


is Kederich 


Craig Barrett, Cl 
Aberg 
sn Kenower 


lance Hawermale 
David Howery 
Jason Poole & Cray Zipse 
Lorri E Pulbest 
Brian Conello 
Doyjeset"Anderson 
Steve Loken 

Randy Maxwell 
Joseph O'Neil 

John A, Hartshorne 
Stephen C. Klik 


Brian Corvlle 
Steve Kurtz 

Christopher Perkins 

Andy Miller 

Craig H. Burret 2 

Lance Hayvermale ao 
David Howery i | 
John Baiehtal 6 | 
Steve Devaney * | 
David Howery we | 
Peter Abeng * | 
Leomird & Ann Wilson gs | 
Christopher Peskins 3 | 
Richard Baker a 1 
Lisa Smestman Cee | 
Willie Walsh 3 

Paul E Culotta n | 
‘Steve Fetch 3 | 
Paul E Gulotta oe 

Chris Doyle 6 | 
Jennifer Title Stack 6 

Peter R Hopkins bo 
Leomed Wil 2 

‘im Villademores » | 
‘Timothy ide @ | 
John Dickxo = 
‘Timothy We “ 


ae: KYUSS 

Debut: “Dawn of a New Ag 
by Tito Leat: (DUNGEON #35) 
Claim to Fame: His undead 
spawn have killed PCs since the 
1stEdition Fiend Folo,yetitwasett 
Until the Age of Worms came 
to a close that Kyuss himself 
showed up. His three-page stat 
ck isalsothe longest onethat 
NGEON has ever printed. 


bu 


Location 


Schcol of Nekros,The Lisa Smedman 


© Deception Pass Richard Stump B 
Marek Tones Craig shacketon 76 
Shards of the Day Randy Maxwell 6 
Ship of Night, The Wollgng Baur 20 
Hermes! Bridge “Timothy Leech ¥ 


Hiteh in Time, A Willie watch 34 
Nine‘Tenths oftheLaw — Willie Walsh 26 
Sarfion’s Callection Felix Doughs 


Smoldering Mane Rona Kreokel 
‘Watery Death, A }-Lee Cunningham 56 
Thatistand Charm Rooney, Glitéman, Caxpentes’ 33 
"TH Death Do Us Pat J. Mark Ticking 29 
Changeling R.NathanielWaldbauer 32 
Fire Giant's Daughter, The Wolfgang Baur 30 
Tuisident at Scrathern Polat Matthew Maaske a 


Journg: Centerofthe World Chris Hind s 
Teopitd Men, The id Howery 2 


Pyramid offenkel, rhe Willie Walsh 43 
“Twilight's Last Gleaming James Jacobs Pa 
Tady Rosey The Steven Kurtz 4 
BlightontheTand,A Richard Green 38 
Divisions ofthe Mind) Charles C. Reed & 
Into he Siler Realm Steve Kurtz 8 

lila, A Wolfang Baur Steven Kurtz a5 

Legacy Steven Kurt 36 
‘Thunder Under Needlespin: James Jacobs 24 
DarkThaneMacheth Michiel Selinker 54 
Spirits ofthe'Tempest Michael Selinker = 
Leatthé Giant-King Michael Selinker e 


House af Cards Randy Massvall 19 


Sleepless Michyel Stel 
‘To Tite the Moon 


Khwelryn 


Lisa Smedman 
Felix Dougla 
J. Bradley Sehell 
Nigel Tindley 
Willie Walsh ‘6 
John 4, Hartshorne R 


Grltael’s Guidance 
White Fang Solo) 
Briocht 

Deep Trouble m ‘Tethin 
‘Mud Sorcerer's Tomb,’The Mike shel 7 


Castle of theBlindSan—P. lotta. Baughman 49 
Preemptive Strike Paul Culotta # 
Deailly Treasure Coby Hedbers # 


9: CHADRANTHER'S 
CARDEN 
Debut:"Chad-anthers Bane,” by 
Paul Hancock (DUNGEON 428) 
Claim to Fame: When the party 
shrinks down to 3/50 normal size, 
they rrust fight through a humble 
cottage and garden infested with 
bugs, spiders, rats, and worse as 
they race to destroy the artifac that 
shrunk them in the fist place 


= 
ae} 


Iron Ort ofthe Durga The 
Taek’s Slumber 
Brallin’s Blacksphere 


Challenge of Champione 


Any Challenge of Champions 1 
Ay Challenge of Champions 
Dungeons & Dragons 3.0 
Level Adventure 

4 ogged Don 

1 Bil Unleashed 

1 Gorgoldncl's Gauntlet 

4 Hollaw Threats 


gen of Cazthulga, The 

{Life's Baar 

1 Provincial Prior Ginise 

2 Swarm, "The 

1 Tinderba 

1 Valley ofthe Siails 

2 Frer-Changing Fortunes 
Playing with Fixe 
Dark Times in Sherwood 

re 


Depths 


3 

3 ie 
3 Dungeonof! 

3 

3 


ie Pire Opal 
Excavation, The 


bran Tye 
Slormdancers 
Witch of Serpent Bridge 
Flood Season 

4 Gluttony 

4 Trine” 

4 last Hon, The 
4 Last 

4 Rivers of Blood 
4 Samy 
4 
4 


stomp 
Totentani 


Weldiny 
Demonclaw 

Fish Story 

Natural Selection 
Pandemonium inthe Veins 


Prey foe Tyrinth 


Peter Aberg 
Gary Lai 2 
Christopher Perkins 4 
Johnathan M. Richards 
Jobnathan M-Richards 6) 


Jobnathan M:Richards $6 
Author Issue 
Terry Fdwardy oa 
Hd Stark 


Johnathan M, Richards 
Richaed Pett 


Thm Hitchcock a 
Christopher Perking 9 
Jobnny L. Wilson 9 
Tito Leati o 
Michael Selinker % 
W. Jason Peck % 
Peter Zollees & 
Jeff Grubh % 
lan Malcomson 6 
[PWiker & 
Jonathan Tweet & 
Michael T. Kuda 94 
Patrick We Ross & 
Ole Miuineh 85 
Russell Brown % 
Janes Jacobs 9 
J. Bradley schell 98 
"Tito Leati 8 
James Wilber 94 
J. Bradley Schell % 
Paul Leach 89 
Jett Ward 9% 
Bemard Mees 90 
Jonathan Tweet 8 
Peter R. Hopkins 8 
Adem Jortner 99, 
‘Matthew G. Adkins 85 
Frank Brunner 96 
‘Tum Hitcheoek 90 


9: DRAGCOTHA, 

Debut: “into the Wormeraw! 
Fissure,” by James Jacobs 
(Dunaeon 4354) 

Claim to Fame: He began as 2 
throwaway note in White Plume 
Mountain.” but Cs who defeat 
this original undead dragon can 
look forward to looting one of 
DUNGEON magezine’s largest 
treasure hoards ever 
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Shalm’s Dark Song,'The 
Vanity 

Blind Man's Blut 

Rama Mor 

Sloth. 

Armistice 

Blopdlines 

Flesh’To Stone 
Mysterious Ways 


Rage 
Seventh Arm, The 
Elfhisper, The 

Wings, Spies and'Teeth 
Jackal’s Redemption, The 


Make T Big 
Statue Gallery, The 
‘ying ofthe Light, The 
Porphyry House Horror 
Return of Blessed! Damozel 


Spiral of Manzessine 


3 Beyond the LightafReason 
1a Heart ofthe Iron God 

4 _Interlopers of aun Khas 
45 Glacier Season 

15 Harrowing, The 

15 Worms in the Evchequery 
16 Demonblade 

16 Rock and the Hard Hace, 
se Rasing of Redshore, The 
Any Challeng: of ChampionsiV 
Dungeons & Dragons 3.5, 
Level Adventure 

b Boxof Fumph 

1 Fscape fi Meenlock Prison 
1 Masqueof Dreams 

4 Siege ofthe spider Eaters 
1 There IsNo Honor 

1 Whispering Cairn, The 

2 Gy Wot 

2 Devil Rox, The 


< 
= 
8 
fs 
8 
= 
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Tito Leati 3 
J.Bradley Schell % 
Rob Manning 9 
Richard Baker 86 
J. Bradiey Schell o1 
Prter Vinogradov 84 
urke Johnson og 
‘Anthony Talanay % 
‘Thoms Harlan 86 
J. Bradley Schell 89 
Tito Leati 88 
JG Abarex ge 
Belan Marsden 98 


Caad MacPhee & 

Greg Oppedisano 

Jef Quick 

Johnathan M_ Richards 

Chris Doyle 

James Jacobs % 
Frank Brine oe 
David Nooran 94 
Caine Ghandler 90 
Campbell Pentney n 
Payid Noonan 

David Hekelberry 

Monte Cook 

Frank Bronner 

Hank Woon 97 
Brian Corvalo 91 
James Jacobs 

Johnathan M. Richards 9 
Author Issue 
‘Tim Hitcheock: nf 
Tim and Fileen Connors 146 
BMaithewConklin IT 1g 
‘Tin and Eileen Connors 257 
James Jacobs 9 
Erik Mona os 
Nicolas Logue 102 
Richard Peit 309 


8: THE KADTANACH 
Debut: “Beast. of Bur- 
den," by Michael Kortes 
INGEON #109) 

Claim to Fame: 
gnall word for “too massive 
teseeall atonce” thekadian- 
ach is a mobile fortress built 
atop the back of a colossal 
magical beast. Shockingly it 
only has-538-hit points. 


From the 


Salyage Operation 
Shut-in 

Uiban Decay 

Beasts of Aulbestuil, The 
Bullywag Gambit, The 
musz on the Bridge, The 
Distraction, The 

Final Resting Place 
Home Under the Range 
Kill Barete! 

“Three Faces of Evil, The 
Unfamiliar Ground 
Automatic Hound,’The 
Fiend’s Embrace 
Obsidian Eye, The 
Stinky The 

‘Tensions Rising 
Wingelipper’s Revenge 


Encounter at Blacknll Beep 


Hive,"The 


Palace of the Twisted King 


Sea Wyvern's Wake,"The 
War ofthe Wielded 
Beast of Burden 
Fiendlish Footprints 
Mellorn Hospitality 
Menagerie, The 
ralpeck’s Blood 
Torrents of 
Zenith Trajectory 


Dragon Hunters 
Arch 


Hall of Harsh Reflections: 


Here There Be Monsters 


Caverns of the Ooze Tord 


Demoashar Legacy, The 
‘And Madness Followed 
(Champions Belt, The 


Fall of Graymalkin Aeadensy 


Styes; The 


Mike Mearls 

FW. Schneider, |, L Sutter 
Amber E. Seott 

Skip Williams 

Nicolas Logue 

Joba Simcoe 

‘Tim Hitchcock 

Michel Kortes 

Michiel Kortes 


Christopher West 
James Lafond Satter 
Stephen S, Greer 

N. Logue, B. Vietorsen 
Mont= Lin 

Ryan Smalley 
Christopher Wissel E 
Sean K Renal 26 


Phillip Larwood ey | 
Phillip Larwood n6 | 
Righard Bete an 
Michael Kortes 19 
Michel Kortes Ke 
Tienes oe 
Rssell Brovin 167 

B Matthew Conklin ITT 126 

eter Vinogradov a7 

Greg A. Vaan ee | 
David Noonan 102) 4 
Desmond K. Varady 1 

Peter Zoller eee | 
‘Timothy J. Harner 120 4 
Kent Ertan 103 

Jason Belimahn a | 
Jason Bulmahn 

Campbell Pentaey 

Ito Lett ] 
Mattes” Hope ] 
‘tito Lea | 


Mark Aart 
Richard Bett 2 


§: AZURAD 
SILVERHAWK 

Debut: “Threshold of Evil,” by 
Scott Bennie (DUNGEON #10) 
Claim to Fame: For years 
this adventure reigned as our 
highestevel dungeon, Asits big- 
bad-end-guy it featured Azurax, 
Duwston's residert immortal, 


simulacrurn-fueled, wish-happy 
TPK machine, 


ides of Dread 
Chains of Blackmay 
Test of the Smoking Eye 


8.5, Greer, G. Ho 
Niclas Logue 


David Noonan 


Weavers,The Richard Bett 
Gathesing of Winds A Walling Baar 

roa Satyh The Scott Stearns 
TightlessDepihs,The E,W. Schneider, J.L. Sutter 
‘Black Egg, The Steven Montana 

Death of Lashimire Tim Hitcheock 

Old Embers Never Die Andy Collins 

Secrets of the Soul Pills Jesse Decker 

Swords of Dragonslake Nicolas Logue 

|Amarantiia Agenda The Phillip Larwaod 
GityofBroken Idels To Teati 

Lords of Oblivion Christopher Perkins 


Mask of Diamond’Tears Nicolas Logue 
Spire of Long Shadows The Jesse Decker 
‘Mud Sorcerer Tomb, The Mike Shel 
Tomb of Almas Ratalla Jack Flynn 


Winding Way, The Nikolas Logue 


Foundition of lame Ghris" Thomasson 

Prince of Redhnd,The — Richard Pett 

Seehers of the Silver Forge Tim Hitcheock, 
pents of Seuttlecove Richard Pelt 


Strike on ihe Rabid Dawa. Brank Brunner 
Bright Mountsln King Caine Chandler 
Library of Last Resort, The Nicolas Logue 
Thineen Gages 

Into the May 
Diplomacy 


Chris Themesson 
Robert J Schall 
Ghristopher Wisse 
Alec Austin 

Gree A. Yanghan 


Gates or Oblivion 
Kings ofthe Rift 
Lich- Queen's Beloyed, The Christopher Perkins 
Mike Mesaels 
Christopher Perking 


Root of Evil 


Strike on Shatterhom, 


Viindarian’s Vault Joknathan M. Riel 
Wells of D Eric, Boyd 
Asylum Christopher Pe 


Enemies OFMyEnemy Wolfgang Bae 
Tnlo the Wormerawl Bssure James Jacobs 
Dawa OFANewAge Tito Leati 


Prince of Demons Greg A. Vaughan 


y: SCUTTLECOVE 
Debut 


Claim to Fame: A wretched 
the worstvillains D&D h: 


seal the pagesup asa result 


orphyty House Horror” 
by James Jacobs (DuNeON #95) 


prof 
offer, 


Scutllecore was designed specii- 
cally to support the Book of Vile 
Darkness, and included eannitals, 
drug abuse, prostitution, demon 
worship, and worse. We had to 


ye 
Any 
Any 


Dungeons & Dragons Basic Rules 
Level Adventure 


QuicksiNer Hourglass Anson Caralya 
hllenge of Champions Johnathan M. Richatds 
<Gllenge of Charmpions VI_jobnathan 04, Richards 


Author 


Fountain of Health,'The Ann Dupitis 


2 Night of Fear Mark Lucas 28 
<3 AttheSpottleParlor Rick Swan a 
13 Dovedale Ted James'Thomas Zuvich 46 
13 _Elven Home, The ‘Anne Gray McCready 1 
53 Inthe Dread of Night Ann Dupmis 24 
153 Isleof the Abbey Randy Maxwell “ 
243 Keepat Noralgesh,The Robert. Giacomozzi § 
Jonathan 1, Simons 2 
3 RankeAmatenss Jobs Terra 2 
3 Redcap's Rampage Christopher Perkins a 
+3 Them Apples Christopher Perkins e 
23 Thouble with MylvinWinbly Audie McCray 5 
3 Warwith Words, T.Woodrufl;T, Beach a 
Witch ofWinderag The Steven. Smith 5) 
Vineyard Vales;The Randy Maxwell 2 
3 Djiani’s Ring The Vince Gateia 9 
Dungeons & Dragons Expert Rules 
Level Adventure Author Issue 
35 Rensom David Howery 2 
$6 Ghostship Gambit,The Rudy Maxwell 9 
36 Wereratsof Relfren, The G.Boucher, Wc K\Wene 14 
46 Manden’ Meathooks Allen Varney 8 
Flesa Endeavor Guristopher Perkins 3 
Hirothgars RestingPlace Stephen J. Smith 35 
“TorlesofPomple Sage,Parti. Merle Jackie Rasmussen 6 
“Torles ofPurpk Sige Parts Merle & Jackie Rasmussen 
Object of Desiee G.OConnell 1. Sschnowaké 50 
Carwvan Goards Steven Smith 26 
In Pursuit ofthe Shyer Carl Sargent 5 
OfNestsand Nations” Randy Maxwell 4 
Pride ofthe Sky Randy Maxwell 20 
oa Hand ofAl-Djamal Stephen Smith 4 
tong. Tasf’s Tombs lex Neverdowsk y 


by Christopher 
(Dungeon 4111) 


first appeared in issue 


Adventure Path, 


Until ag issues later 


Lords of Oblivion” 
Perkins 


Claim to Fame: Athough Dun= 
Geon’s most famous beholder 
1 at 
the start of the Shackled City 

wasn't really 
fairto make the PCs fight him 


SEPTEMBER 2007 DUNGEON 


ie 
| Dungeons & Dragons Expert Rules 
| Tevel Adventure Author Issue 
Dyas BavcofHewood;The  Stphen Smith a 
- AL-Qadim 
Level Adventure Author Issue 
ir Yast Oasi, The Peter Aberg 5 
f 4-5 -Assussin Within,/The Paul Gulottx a 
7 Roget Jamlat,she ——_ferden Graslyk a 
7 Blond &Fire Jon Bail 6 
so Al-Kandil Jobn Baichtal 68 
Birthright 
Level Adventure Author Issue 
Seeking Bloodsilver Christopher erkins 59 
Couneil of Wyrms 
Level Adventure Author Issue 
oe HleepiaeD Hear Bil Stevie s 
Dark Sun 
Level Adventure Author Issue 
x4 Raiders of the Chanth Randy Maxwell 44 
$5 YerofititsDefince Allen Varney & Rick Sram 35 
} Las: Sante OupostThnees9) David Noonan i 
Grave Giccanstances Til Slvicsc +6 
Dragonlance 
Level Adventure Author Issue 
24 UnderaPaleMoon jason Catl p 
5-6 Driven Deeps! MericeThe” ell Eairbourn 4p 
Mayheral Midnight ese Staton 3 
Tee Tyrant, The Christophe: Peckins 6 
5 Aniloftime(0) aeyRaye Hickman 86 
G10 Unchained! Brice Norman 
Eberron 
Level Adventure Author Issue 
1} Queen with Buming Byes James Wyatt 5 
4 Fallen Angel Beith Baker a 
§ Aunaalitan Job;The _Cealg Shackleton a 
6: SASSERINE 


JOG DUNGEON SEPTEMBER 2007 


Debut: “Zenith Trajectory” by 
David Noonan (Buntceow #139) 
Calm to Fame: D&D’ version 
of Casablanca and Venice, Sas- 
serine’s got i all for those seek- 
ing urban adventure, Assistant 
editor Jeremy Walker 
concem, though, is that all 
those canal wauld make the 
city stink 


7 
7 
8 


BY CHRISTOPHER PERKINS AND JAMES JACOBS 


Chimesat Midnight 
Marderin Oakbridge 
Riding the Rail 

Crypt of Crimson Stars 
Steel Shadows 

Temple ofthe Scorpion God 
Pil oF the Fiz Lond 
‘Quoth the Raven 


Forgotten Realms 
Level Adventure 


Raiders of Gattlis Roost (3.0) Skip Williams 
‘Thinds: Purloined Vallurn(s0) Graham Robert Seott 


Within the Girele 
Aud s Dazen Fees 
Beast Wi 
Into the Nest of Vipers 
Walconie to the Krypthome 
Frothing Miscreant, The 
Slave Vats of the Yaan-ti 
Witches! Brew 
Oracle at Sumbar The 


i, The 


SscealyPhingses 


Master of Monack Tor(4) Russell Brown 


Hits Goblin o'War 
Dreadfal Vestige 

‘Oa Wings of Dasiness 
Forest of Blood (33) 
Grinjaws 

Mistress oF the Mere 
p of Ages 


Training Ground 
‘Door fram Frerywhere (:0) 
Eye of Myra 

Grotto or the Queen 
Operation Manta R 
Pipes of Doom, The 


"Teans fie Twilight Hollow (20) A. L. Met 


SlecTheart 
Storm Season 

Wor to Mistledale (3.5) 
Practical Mage (5) 


Nicolas Logue 
Uri Kurlianchik 

Christopher Wissel 
Andy Collins & lames Wyalt 124 
Reith Baker hy 
Analy Collins & james Wyatt 224 
Andy Collins & James Wyatt 125 
Nicolis Logue 


Author 


Sam Brown 
Randy Maxwell 

anil Hamilton Beatle, Jr 
Matthew G Adkins 
Samuel Heath 

Xobert A. Yan Buskirk 
Jason Kut 

Steve Johnson 

Paul Gulotia 

Kent Ertan 


Paul Culotta 
Steve Jobmion 
Graig Bart 

Wil Upchurch 
Jennifer Tittle Stack 


Paul Culotta 


Brie L, Boyd 

Rick Mattes o 
Roger, Moore ES 
Bric. Boyd B 
Pauland Shari Gulotta 6 
Paul Culotta 6 
Kristofer Wade 8 


GPerkins 90 
Paul Galatta 
Paul Gul 
Skip Williams 
Japon Nelson M3 


6: MALCANTHET 
Debut: “Niaure Castle,” by Rob- 
ert J. Kuntz (DUNGEON 4212) 
Claim to Fame: Maleanthet 
was first mentioned as the 
patron of rebellious Elluvia 
Maure, Since then, she’s gone 
‘on to become one of the most 
popular demon lords in the 
game. Hmmm... 
why thatis? 


| wonder 


‘Requiem ShdwSerpent (js) Anson Caralj 
"wsted Night (33) Stefen Happ 
Aleiloth. The Matthey G, Adkins 
Blood ofMalar(as) —-Frie Raye 
43 Dungeon of the Crypt (3) tie 1. Roya ay 
3s Pason of Pirebringer (5) Richard Baker io 
Hy Serrels WAich Wood (9) Skip Wiliams 
11g replace Level, The (js) Bie L Roy 
© 5 Man Forever (55 Jason Nelson-Brown 7 
5% Witedkin;The Gs) Wi Upchurch re 
Any Etniinsters ick Door Ed Greenwood 30 
Greyhawk 
Level Adventure Author Tssue 
4 Funeral Procession (35) Mark A Hart 85 
4 Mad God's Key(js) jason Bulan hg 
© Decp Freeze (.0) Cameron Widen 8 
4 Priestly Secrets W Jason Peck a 
Fs Ralders or lack we (93) Wolfgang sar 5 
35 SerenadeBefore Supper,A Andrew Veen, 8 
4 DbMhadeGraves (gs) Kevin Garter 3 
$7 Setting San,"The Andy Willer B 
6 Crailleof Madness(3)) Robert ee 
| 6 Racing the Snake(3s) John Simcoe 105 
[Pai Tammeraut’s Fate (35) Greg. A. Vaughan 106 
| Ste House ofthe Brothers Mark R Shipley 6 
8 Clockwork Eortress(3) Wolfgang Baur 126 | 
$  VileAddiction(gs), ——‘TLGanz.S. Happ, 8.5, Greer 145 
ies B.M, Conklin 11,4, Doyon 
WN esa ex wessptis Gum Amore Andy Miller n 
Shadowsof Spinecsstle(is)S.S, Greer,@ olan 148 
“A 5 —_Lord of Scarlet Tide (30) James Jcobs 5 
5 Spavmofschan(g5) — T.Ganz,8, Happ, §.S,Gréer 196 | 
B.M, Conklia THA, Deyou 
© 9% Kingdomofthe Ghouls Wolfging 95 
so Coming storm The(s) 436 
[9 1 Diced Pagoda ore 7, Gung. Happ, s. S.cteer 14 
} Insceutable Ones (33) BLM. Conklin TILA, Doyon | 
11 Shadows ofthe Abyss (35) Greg A Vaughan ns 
Touch of he ADysS(G5) Greg A Vaughan 1 
12 Hateful Lepacy,The(zs) Greg A. Vaughan m 
a 


by Mike Shel (Ounacon #57) 
Claim to Fame: With its the- 
matic similarities to the classic 
“Tomb of Horrors” and the cre 
ativity of its elemental-themed 
traps and guaridans, this adven- 
turewas recently adapted to ard 
edition in Dungeon 4238, 


Location 


Headless (5) 
Maure Castle(3) 


Wrath of the Abyss (33) 
24° Lost'Tinpl, Demogorgon 5) 
'4— Quaclripartite (3.0) 

14 Throne of fur(39) 

1 Chambers oFAntiquties() 
17 The Greater Halls 

20. Heart of Hellfire Mtn. (45) 
ord’s Keep(3.0) 


a Storm 


Greyhawk: 2000 
Level Adventure 


1 Alteratig 


0) 


Oriental Adventures 
Level Adventure. 


Honor and Bia G0) 
(Golen Fowl ofAshw Fs 
Kappa ofPache Bridge, The 
Dragon's Gift, The 

Arts 


fs'Famb, The 
5 Samurai Steel 
Crocodile Tests 

Bride fora Fox 

Waiting Room of 
Yen-Wang-Yek 

S Howes of Plame, The 
Mad Gyeji 

20 Palace of Plenty, The (4) 


Planescape 
Level Adventure 


Umbra 


Nemesis 


Ravenloft 
Level Adventure 


Homers Hayat 
Baron's Fyrie, The 
House on Faget Midnight 


James fac 


Robert. Kunty &e Gary Gygax 
ona R James Jacobs 
Greg A Vaughan 


vith foik 


Sean K Reynolds 16 
Potor Aperlo 99 
John Simcor Pi 
Robert}. Kuntz 134 
Robert. Kuntz 30 
Dave Ohsou a40 
James Wyatt os 
Author Issue 
Philip Athans 8 
Author Issue 
Dive Zen 8a 
Rick Sean 9 
Jay Batista 5 
Thomas Kate 5 
Matthew Manze te 
Daniel Salas > 
Mareus Rowand 8 
Craig Barrett 7 
Greg Kramer ” 
Jay Batista 4 
Colin Saltivan # 
Tito Leati Be 
Author Tssue 
Christopher Perkins 5 
Christopher Perkins 60 
Author Tssue 
Christopher Perkins 8 
Jason Kuhl 8 
Raymond E. Dyer 6 
5: VANTHUS 
VANDERBOREN 
Debut: "There Is No Honor” by 
James Jacobs (DunGron #39) 


Claim to Fame: Lccking the PCs 
into a damp dungeon infested 
with zombie pirates is a pretty 
good way to steer the players 
into hating 2 recurring villain 
destined to plague them across 
an entire Adventure Path. 
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Tiasaw 
Last Dance 

Price of Revenge, The 
Sea Wolf 


-9' Laughing Man 
“6 Banc of the Shadowoarn 
69 Pelkovie's Cat 


D. De Fizio & C. A. Stiles 


Jeli Crook 64 
Steve Kurtz m 
Lisa Smedmaan 5 
Paul Gulotta 5 
William W. Connors: 3 
Paul Clots 


Ravenloft: Mask of the Red Death 


Level Adventure 


1 FallsRun 


‘Dark Magic in New Orleans Randy Richards 


Author 


James Wyatt 


Spelljammer 
Tevel Adventure Author Issue 
44 Gnome Droppings __Ghistapher Perkins 6 
4-8 VisitorsffomAbove Shon Everett 38 
+9 Flowfire Steve Kurtz »” 
6-8 Artists uecand, An. steve Kurtz s 
9 Seaof Soraw, The Steve Kurt 6 
$16 Mammoth Problems _Lawrenee Kapture a 
‘Any farnmin’ Janes M. Ward a 
Star*Drive/DarkeMatter 
Tevel Adventure Author Issue 
15 Convergence (6m) Christosher Perkins 68 
2-6 Lonilon Galling(DM) Andy Collins % 
3 Flea fox Business, § (DM) JD Wiker Se 
8 _Deepitcike (SP) James Wyatt 8 
Delta Green/Call of Cthulhu 
Adventure Author Issue 
EX Poker Night D,DetwillenA.S.Glaney 96 
Freeport 
Tevel Adventure Author Issue 
1 Dead Macs Quest raeme Davis 17 
Marvel Super Heroes 
Adventure Author Issue 
Hellfire Hostages Allen Varney 25 
HowTo Stop Rhino f Charging? Steven ‘Stan!" Brown a 
4: DIAMIOND LAKE 
Debut: “The Whisper 
rn,” by Erik Mona 
.cron #324) 


Chim to Fame: Swarms of 
acd beetles, necromancers 
armed with syringes, a town 
full of corruption, and annearby 
dungeon designed by thesamie 
folk who built the Rod of Seven 
Parts. What's not to love? 


Top Secret/S.l. 


Adventure 


Operation: Fire Sale 


Polyhedron Mini-Games 
Mini-Game 


(Chasing Shadows 
Greate an Alien World 
DarkeMatter 
Deathnet 

GeneTech 


Hijine 
Iron Lords of Jupiter 
Knights of the Lich-Queen 
Micha Crusade 

Ornega Werld 

Pulp Heroes 

Pulp Heroes (d20 Modern} 
Shadow afthe Spider Moen 
‘Vhunderball Rally 


¥ for Vietnry 
Star Wars RPG 
Artie 

Di 


I, Jensaaral 


pl Vaal: Prison Phinetofthe Empine 
Secrets of the Falcon 
Trident-Class Sucveyor 


Vanguani-Class Heavy Ast Ganship 


Backdrops 
Article 


36 Grentest Adventures 
Alhaster 

Beasts of the Scarlet Brothethood 
Dusk Sup DM's Guide 

Dark Sun Monsters: Part One 
Dark Sun Monsters: Part Two 
Deniens of the Bright Desert 
‘Diamond Lake 


Author 


John Tera 


Author 


Bil Slaviesek 
Lard 

Andy Collins 
Keith Baker 
Rich Redman 
Jes Quick 
Leeard 

James Wyatt 
David Noonan 
Jenathian Tweet 
Dayid Noonan 
David Noonan 
Andy Collins 


Rich Redman 

Garis tramas és 

Author Issue | 
RiendieyA CRG ml 
Rodney Thompson Pia | 
Gary Astesora ee | 
Chrlstopher Wes 13 
Christopher Wes ee | 


Christopher Wes 102 


Author Issue 


Mora, Jacobs, &Désign Panel 136 


Richard Pett a 
P Looby, S. Kerrigan 106 
David Noonan x6 


David Nogean no 
David Noozan_ m 
Creighton Broadhurst 
Erik Mona ag 


4: BALABAR SMTENK, 
First Appearance: “The Whis- 
pering Cairn," by Erik Mona 
(Dunceon #124) 

Claim to Fame: These of you 
‘who havent heard Erik Moras 
“Balabar Smenk” voice don’t 
know what you're missing. If 
you had, he probably would 
have been villain 43, Balabar, 
that is. Not Erik, He’s only #21. 


a 


Location 


, Gang, §. Happ, $$. Greer 145 


3.M, Conklin Mf, A, Doyon 


Bag Cy of Cay 
Hi 


Bearihore: City of tiepe 5.8. Gree.@, Kolian Fs 
Tee City,The Richard Pett e 
aby: City ofthe Scorned Paul Looby 109 
nu she Bight Desert Greigbton trosdbumst a8 
le of Dread Gary Holian oy 
City of Shadows Greg A Vaughan, Bik Mona ng 
alain of Greyhawc Gary Hollen se 
Ringof SormsThe Keith Baker fas 
Sasserine JamesJacobs 49 
utlecovesCliy ofChaos James Jacobs. 6 
Vitor Our Blood! Hick Take 6 
dao Madern 
Article Author Issue 
Department Held Mamiloorsy Rich Rednsan © 
Digltl Revolution Rodney Thompson 13 
An Foditey Thosspac 109 
Get Yur Ship Together Rody hotipean 4 
The Kage Rodaey Thompson 8 
‘Campaign Workbook: The Cast 
Article Author Issue 
Aentdie Wateht 1 Wesley setmeider us 
Atypical Rnemies: Chris Sims: 122, 
Bandit Cangs Russell Brown 146 
tehind Bars Michael Kortes 96 
Bounty Honters HWesleySchnelier| a0 
Gomaniy of Thieves Ashavan, Dayon 16 
CourlesansandConfidanis EWesley Sdineider 
Doweat the Docks Riel Bown es 
mployers and Patsons Alec Austin 1a 
Frank Brunner : 
Five-Seeond Mike Messi Bs 
Bealing or Hire James Lalond Sutter 30 
Informants Russel Brown nb 
Speman Ales Austin 133 
Senesshalsand Majordomos _EWeskeySchneider 125 
Slum Dwellers Phillip Larwoidl 141 
Se Matte Goodall ee 
Spells oe Ste Russell Beown no 


3: NIAURE CASTLE 
Source: Maure Castle,” byRob- 
ert). Kuntz (DUNGEON 42 


Claim to Fame: Filling an issue 
one adventu 


adventures ji 
common complaint, yet Maure 
Castle went oF 
sequels and two of Duneron’s 
most beloved hated) vilains, 


each Issue 


10 spawn two 


Stretly Legit Hal Maca uf 
Trust No One Keanon Batman 137 
Wer Your Whistle Ashavan Doyin a8 
‘Campaign Workbook: The City 

Article Author Issue 


300 Market Stalls Richard Pett 
Russell Brown 
Jason Bulmihn 
Richatd Pett 


Mark A. Hart 


160 Shops and Twemns 
260 Things Round in an Inn 
se Unexpected Fyents 
A‘Townin the Aftermath 


Abandoned Buildings Dawn Thich 

Bar Fight! James Sutter 150 
Cards, Dice, & Skulls Franke Brinner 3 
Cons atl Swindles Russell Brown 149 
Crime Scenes Frank Banner up 
Enemies at the Gate Mazk Nemeth 9 
‘fly Faies and Markets Richard Pett 15 
Guveyard Encounters vay Ibach wy 
Have You Heard? Trevor Janes 30 


1 Stole What? Greg Cagint 


Instant City Shopping Mike Meats 18 
Merchant Matin Ashavan Dayo 36 
Merchant Madtiess IL Ashavan Doyen 29 
Ordealsof Metle Timm Miteheock yo 
Smells ofthe City fis hess ay 
Stronghold Defenses Stefi Happ 1% 
The Advuntrue Begins Rastell Brown sso 
Asthe Gained Ricard Bett es 
Unsung Heroes Russell Brown ia 
Campaign Workbook: The Dungeon 
Article Author Issue 
160 Bookshelres F. Wesley Schnetder 5 
eo ven lesb Upefal eins Richard Pett aa 
100 Useless terns Richard Pett a 
ooWinardly Snick-Knacks _Lawience Kapiure 230 
7 ease chests Mark A, Hart 4 
A Brief Respite Rodney Thompson ” 
Art and Other Fancy Loot Wolgang Baur 18 
Beaker of ness Yotions Matthew Goodall 35 
Black Sheep Netter ipguc = 
3: ELL TOMORAST 
Debut: “Mauire Castle," by Rob- 


ert. Kuntz (DUNGEON 4112) 
Claim to Fame: Like Maure 
Ells true debut was ir 
Ws "Mordenkainen’s Fant: 
tic Advert 
few levels 


fe” Hes gained a 
ince then, but the 
deman hands remained more 
or less the same. Plus, Kersit 
works forhim, Nota bad gig, 
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a 
COMPLETE DUNGEON INDEX BY CHRISTOPHER PERKINS AND JAMES JACOBS 


9 yy 
Chutesand Ladiers Tim Hitcheork 1 | ‘Twenty!TWo Nighimares ‘Tims Hitchcock ins 
Dungesns with Dimension Alec Austin aac | Unwanted Followers Russell Brown 334 
Essential Works Hal Macieant waz | Volcano! F. Wesley Schneider 40 
Tainar rears with New Pacer Christopher Wiskel pop. | AWell Met onthe Road Russell Bown rene 
Four Bendish Fountains Frisk Brmnner 6 | Campaign Woikbook: Critical Threat/Agents & All ; 
| 2) Godtrep, The F, Wesley Schneider xe | ee iacleese | 
Grisly Ends Hal Macleat 7 4 
Lajrs with Hair Roiney Thompson mule pe Bae 
Magic Mushrooms Hal Maclean 36 | 3 me Flame Chris‘Thomasson @ 
‘Obstade Traps ‘Vien Hitcheuck a | 5 vantess Vita AlAdors  Avhavan Dayén 136 
Open Sesame Michael Kortes vg | 6 Keersharthe imp Mike Meails 95 
Passages into Darkness Mike Meatls 7 Sadie Christopher Perking B 
esting on the Run Chis Bry 8 The Dusklight Carman Sam Brown oa 
Russell Brown ng | 9 Derthan Kader Mente Cook ine 
Mark A. Flatt wy | 9 Hungash Jonathan "Tweet 100 
Swords of Legend Astavan Dayon yo | 1 Glrddtex T.Wcsley Schneider 26 
The Mabins Seretls ‘Matthew Goodall 33 | a0 Naki Bruce R. Gondell of 
‘Treasure Trails Hal Maclean 133 | 10 Withiol Mansesho MalthewSernett 95 
Unusual Burials Pillip Larwood ag | 40 Master Thest Richard Taker 100 
| i i : 
Campaign WorkBsok The Journey n Downer“Tarantala Kyle Haler 38 
ae eee Tene | 2 Oblivion Chis Thomasson 90 
Lortof Bhdes;The _. tiker Slavesek. C.PeMns an 
a9 Mis Russell Brown m3 Vollag James Wilber 106 
Bridging the Gap Mike Meals ny | 3 Malek Mike MeArtoz F Wesley 129 
Dimension Doors Nicolas Logue a | Schnader, james 1. Sutter 
Express‘Travel Russell Brown at | 24 Lars Bssinel Wesley Schneider 8 
Foraging Finds Russell Brown 7 | Lone'Toath Peler Addison se 
Guides Russell Brown 5 Ella Mornel Christopher Wissel 3? 
Hayardls ofthe Tall Richard Pett va | Robert J.Sehisalh 4 
Holy Sites Hal MacLean ua | 3 Mike McArtor “4 
Inns and Lodging Hoises Alec Austin 0 | 5 Dantalior > BrikMona & jamesjacobs 106 
Law ofthe Land Russell Brown ay | 36 "The Marshal ristopher Wissel a 
Listening Posts Stefan Happ 148 | 16 Gnarlerown Matthew Sernett n 
Mythis Locales Jefe Gerretse x | 36 Phys Seth Spencer 99 
(On the Wild Side Rodney Thompson ug | a5 Bard nik Mona 8 Jameé Jacobs 107 
Hlgrims on the Road Mike Mearls x8 | 1) Lamyth CChistopher Ferkins 4 
Polders Hal Maclean 35 | a7 Xollox bert Hatris oF 
Refugees Mike Mearls a6 | 29 Flend-Sage, The Seu K Reynclls 38 
Spice Up Your Tavel ‘Travis Sout aa Warduke rik Mona ames Jacsbs 205 
Stopovers Russell Brown yo | a Demodragon Mike MeArtise 97 
Swamp Dangers Jason Bulmahn 126 | Any Glimmerpane Fal Mactean 1a 
Syhvan Aenbu Brunner vg | Any Cold Stonge huis Thomasson 96 


2 CAULDRON 
Debut: “Life’s Bazaar,” 
by Christopher Perkins 
(Dunceon t97) 

Claim to Fame: The iconic 
location of DuNsEONS first 
‘Adventure Path, Cauldron 
went through some tough 
times during Shackled Ciy. 
‘That happen when you buitd 
your ety inside ofa volcano, 


a: FLAME 

Debut: “Into the Fire,” by 
Grant and David Boucher 
(Dunezon 42) 

Claim to Fame: in many 
ways, Flame has become the 
DUNGEON mascet, appearing 
in two sequels over the years 
((ssuie 448 and issue shoo). OF 


course, having an awesome 
Parkinson painting helps. 


« 
& 
3 

8 
8 


Creature 


Webbird 
Slithering Tracker 
Derghototh 
Nerdigris Wye 
Black Willow 
iiving Shipweeck 


ib 


‘Ancient Fortress 
| Ancient Temple 
‘Ancient Tomb 
Tack Alleys 
Cinderiompe 
Gryomancer’ Ieide Tower 
‘Darkmaidlenis Dasce 
Deep Grotto 
Drow Qutpost 
Daingeonts Delve: Part One 
Tungeun's DelverPart Two 
Dungeon's Delve:Part Three 
‘Forgotten ‘Tombs 
Fortress of Mystery 
© ‘Gitkzari Monastery 
Gothic Cathedral 
Guillport 
Holl ofthe Hlestial Eye 
Hilly of Huhyeteot! 
1 Haunted Roadside Coaching tain 
Jungle Trading Port 
‘Kharadid: Dwarven Chil City 
ant Gaverns 
ast Peninsula 
‘Mysterious Shrine 
Pirate Sea Cave Stronghold 
Rel Dragon's Lair 


Scolt Peterson 
Christopher West oO 


‘Author Issine 
8, Matt Conklin 11E 8 
James Jacobs a 
Todd Stewart 50 
Greg A. Vaughan a 
Kevin Bae & Bic Jansiag 9 
Richard Pett im 
Cartographer Issne 
Chris West 338 
Chis West 3 
Graig Zipse ‘et 
a Zipse 8 
Robert Lazzarett 105 
Chris West 17 
Chris West 2° 
Chis West Bo 
Chris West 45 
Chris West 46 
Chns West 109 
Chis West m3 
Chris West 350 
Chass West vag 
Chis erkine 68 
Chris West 99 
Seam MeConnell 8 
5 

40 

aig Zipse 84 
Chris West vse 
Chris West 0 
Chris West 4y 
Steptien Daniele 7 
Todd Morasch 84 
Craig Zipse 94 
his West 106 
Chris West 02 


THE STYES 

Debut: “The Styes,” by Rich- 
ard Pett (Dungeon #122) 
Chim to Fame: When | ran this 
adventure, one of my players 
wanted to burn the place down 
todo its citizens a favor, When | 
‘eolained thet the polluted water 


‘wes mere flamable than the mil 
cdew-crusted wood, | think part of 
his soul died. Good times! 


Roadside Tavern 
Sewer Stronghold 
Smugglers Cave 

Smugele’s Tunnels 

Sone Giant Caverns 
Temple of Bacco 

The Abandaned Keep 

‘The Drakebourn Sanctum 
The Forsaken Rill 

‘Whe House of Broken Minds 
‘The Old Kingdoms 

Town of Deepwatch 
"eacvantabl 

Underdark Caverns 
Underdark Outpost 
Underground Poad, 

Vault ofthe Deathlord 
Womtiamn 

Woodlind Shrine 
World of Mystery Poster Map 


Global Positioning 
Map 

Arctic Research Station 
Bowling Alley 

Corparate Office Buileing 
Downtown Night Chub 
Fast Food Restaurant 
Lakeside Cottage 

Large Family Residence 
Large Metropolitsn Bank 
Modera Cemetery 


Modera Cineplex 
‘Municipal Police Station 
Gieull Bookstore 

(Old Urban Firehouse 
Pawn Shop 

Public High School 
Roadside Motel 

Slexzy Urbax Bar 


Ware Fetske, Craig Zipse 
Chris West 

cr 
Robert Lazzaretti 
Chit West 

is West 
Craig Zipse 
Chais West 
Chis West 

Chieis West 


Zipse 


Gailg Zipse 
Chris West 


Cais West 8 
has West 3 
Chris West 7 
Graig Zipse a 
Chris West a 
Robert Lee 8 
Garis West aya 
Ghiis West 10 
Cartographer Issue 
Chis West 208 
Chris West 103 
Chris West jo 
Cris West 9 
Chis West 100 
Chis West 3 

tars West ior 
Chis West 

tara West 
Ghiris West 
Chis West 
Chas West oe 
Chris West un 
Chris West 12 
Chis West 207 
nis West 164 
Chris West joa 


a: LASHONNA 

Debut: “The Prince of 
Redhand,” by Richard Pett 
(Buneron #338) 

(Chim to Fame: Maybe because 
© caught so many tusting 
phyers off guard, Lashonna 
managed to upstage both 
Diagotliaand Kyussin the Age 
cof Worms, And no... thats not 
wine in her glass 
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&D has a long tradition 
from hidden cultists 


with complicated schemes to summon, 
elder elemental gods right down to basic 
murder mysteries going back to “Assas- 
sin’s Knot.” But its not easy to sustain a 
mystery,in a magic universe, Asa DM or 
adventure designer, how do you keep a 
mystery going in a geme that includes, 
divination spells like discern Iie and class, 
abilities such as the paladin’s detect evil? 
On the one hand, you could simply 
save mystery adventures for low levels — 
‘utwhat’s the fim in that? Presented here 
are some options for Dungeon Masters 
to use when creating of sunning their 
own mystery adventures atanylevel. 


The First Cine 

The way the players first encounter the 
mystery often colors their perceptions 
of the entire adventure, so choose that, 
first scene carefilly. It will send the party 
down filse trails if you sprinkle the right 
clues in the description, but it will also 
provide easy answers if your players have 
the right skills, so play to at least one of 
their weaknesses, 

‘The exact clues aren't the most crucial 
element. The goal is tp provide fragments 
that motivate the pasty to follow up and 
take heroic action. But the clues also 
have to point the play 
directions, one being a threail that you 
have carefilly laid down to go through a 
maze orbreaderumb trail to the solution, 


sin at least two 


whilethe otheris.a false clue that maybe 
initially much more appealing. 


False Trails and Questions of Motive 

As the DM, you are the information 
bottleneck for any mystery: ifthe answer 
to the mystery doesn't pass your lips, the 
players will never solve it, So imagine 
the chaos that Else information creates. 
Players are generally predisposed to 
believe what you tell them; in most 
adventures, you're providing factual 
information about setting details, NPC 
actions, rules, or sensory information. 

Itsamazing how far deception can lead 
an investigation astray, but in a mystery 
villains have every reason to lie, Try to be 
convincing If you make it obvious that 
an NPC is being shifty, yourr players will 
spot itright away. Frecommend notheing 
obvious at all. You might fear the game 
‘won't be fan ifthe party is frustrated, but 
givingaway easy clues takes away the fim 
of,"Is the DM telling us the truth?” 

Which brings me around to the Sense 
Motive check, the third-edition twist to 
the classic mystery. 

Any seriuus player solving mysteries 
needs some ranks in Sense Motive. By 
‘implication, this suggests that the bard, 
monk, paladin, rogue, and the NPC 
aristocrat classes are likely the best 
detectives. The skill description says 
that a character can get a inch “that 
something is wrong” but Sense Motive 
is not a lie detector. When players want 
to know if someone is being evasive, 
bluffing, oruntristworthy, askfora Sense 
Motive check. Itmakes fora good follow= 
up to Gather Information or intimidate 
checks, especially fa characteris quizring 
a shifly source and has doubts about the 
‘quality of the information he's getting. 

False trails might be found by high 
Sense Motive rolls, but they require 
further evidence to disprove—no sheri? 
or éatchpole will accept a hunch as 
evidence, Ifa suspect claims the stains 
on his floor were ftom spilled wine, and 
‘the party lair learns he only drinks beer, 
they may decide that he i unreliable. It 
mightnot prove guilt, but iFhe's Tying to 
the party, he's hiding something, 

Always think up one or more excuses 
for why evidence that implicates villain 


might mean something else. If he keeps 
‘bloodstained kniyes around the house, 
he may be a butcher o twniner by trade. 
If the neighbors hear strange screams 
from his bam, he may keep roosters or 
peavocksas pets. You get the iden. 


Expaniling Hints and Burying 
Threads: 


Investigative parties try every lead, 
cast magic, aid even use checklists to 
learn more information. You have to 
make a choice between playing it out 
in character, using social skill checks, 
or some combination. [recommend the 
mixed option. 

In the investigative phase, you want 
to take the mystery’s central thread, 
the actions of the major villain, and 
muddy the waters, This means either 
complicatingthings with more suspects 
or burying the villain’s crime ina flood 
of useless additional information. For 
instance, the villain’s ally may act badly 
and come under suspicion,an innocent 
person may walk into the wrong place 
and say something damming, or a 
witness may swear he saw a person 
with a superficial resemblance to the 
villain commit the crime, One villain 
and three viable suspects is asually 
enough fora shortmystety. For alarger 
location-based mystery (unraveling a 
complex smuggling operation), you can 
still mix-up possibilities, which might 
he entire gangs or outfits rather than 
single suspects. 

Changing the party's 
assumptions is a great way to keep a 
mystery going Forexample, the identity 
of the victim, the location of the ezime, 
‘or (mmost often) the perceived motive may 
change. To set this up, determine the true 
identity/location/motive first, then figure 
out alikely (but mistaken) interpretation 
of the facts. Make sure that the false 
interpretation seems obvious based on 
‘he initial clues, Presto, you have reverse- 
engineered a plot twist. 

Gather Information: This skill is use- 
ful for planting hints, rumors, and back- 
ground on various suspects, but players 
don't get much satisfaction ifthe heart of 
the mystery is solved by a Gather Infor- 
mation check. Rather, use this skill to 


initial 


provide the party with lists ofleads, Then 
take them work to find and question 
suspects or recover objects. Alternately, 
create a table for the skill with degrees of 
success. Using this option, the very best 
clues require higher skill checks, 

Library Use/Research: Call of Cthulhu 
players already know this skill, which 
does not exist in standard D&D. It's one 
of the keyskills in Call of Cthulhu because 
it's all about following paper trails. In 
4 D&D setting, the number of records 
and documents is smaller, but ifyau are 
planning a mystery one-shot or a short 
all-mystery campaign, I recommend you 
make this skill available to the players 
during character generation. 


Desp Darks 

‘Ifyou're going tohavea mystery that’s not 
just a murder, plant a well-hidden secret. 
You'll nced the secret information,a group 
that knows the secret, and an ongoing 
agenda for the secret (that is, what the 
villain plans to do with it). The secret itself 
should be something dangerous, bizarre, 
shamefil, or powerfill such as: 

+ Anewspell that binds souls to the easter 
+ Aseeret family alliance with shadowy fey 
+ Acomupt way of cresting magical items 
+ Mercenaries hidden nearby to help 

stagea coup 

‘Tim sure you can think of secrets that 
‘work foryourcampaiga. The information 
has to he dangerous to the status quo, 
to particular people, or to everyone, 
Otherwise, why keep it secret? 

But of course, secrets are hard to 
Keep, and "three can keep a secret if two 
of them are dead.” You need someone 
who knows the secret: a witness, a cult 
member having second thoughts— 
someone who talks, Which brings us to 
witnesses and clues. 


Crucial Clues or Witnesses 

“Most mysteries seema lotharderwhen you 
didn't design them, Playersare operating 
in an information vacuum. Interweaving, 
a relatively small number of elements ean 
create a good-sized mystery: 

Ashort adventure might have very few 
veal clues: two useful crucial clues, say, 
and one hint and one false trail. More 
than that and it becomes difficult to 
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manage, and worse still, the mystery may 
‘be abandoned by players eager toget on 
with the hacking and the looting (your 
players may vary, of course), Sometimes 
an entire mystery is just a prelude to 
an extended combat sequence or to 
a complete reversal of expectations 
(‘Our patron is a werewolf"). For 
those, I'd suggest plenty of action 
‘scenes and relatively little emphasis on 
investigation; it’s more a surprise than 
amystery, + 

‘What do T mean by a crucial clue? It 
couldbe the murder weapon's location (if 
the party can cast locate objet, they could 
Jearn something about where the killer 
chose to hidea blade). It could be a list 
of spall ingredients that points toa plan 
for summoning, It could be a witness 
affaid of what the priests will do to him 
ifthey learn he was in the graveyard the 
night the necromancer came to town. A 
crucial elie turns the gaze of suspicion 
toa new target or makes the innocence 
of previous suspect clear. 

Objects as witnesses: All items in a 
medieval setting are unique; the only 
mass-produced items are pottery and 
coins, maybe chain links and nails, This 
means that clothes jewelry, weapons, or 
the like can be traced toan owner. Books 
can also be useful "witnesses," spilling 
secrets that are otherwise inaccessible 
(such as actions in the past, the half 
monstrous bloodline ofa hundred years 
2go, or a mention of the hidden stairs 
that lead to the cult shrine). 

‘Alibis; A perfect alibi is a fine story- 
shifting due. A character who claims 
she saw the chief suspect elsewhere at 
the time of the crime is a great wrench 
‘in what the PCs think they know. Even 
‘better, an alibiallows.asecond shift later, 
‘when it becomes clear that the witness 
was charmed into telling this story. 

Witnesses: To my way of designing, 
object clues are fine and useful, but 
usually too straightforward. Witnesses 
and alibis are great clues because people 
have many reasons to misremember 
what they save fear of seprisal, loyalty to 
a spouse, confusion due to ignorance, or 
shame over their silence at the scene of 
the crime, They can be naive, honestly 
mistaken, blackmailed, neat-sighted, or 
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just zealous hypocrites ont to setile a 
score. And witnesses are mach more fisn 
to roleplay than ahorseshve or an ax. 


‘Divination Spells and 
Countermeasures 

A PC with the right spell can always 
derail a mystery, How should you plan 
for detect lie, speak with deed, ot true see- 
ing? Well, sometimes they should work, 
frankly. But when these spells fail and 
the PC doesrit know it, you have another 
type of false trail, 

Detect thoughts: Surface thoughts 
can give away a lot. Make sure your 
villain bas a high Will save or has quite 
alien thoughts (in another language, or 
simply inhuman), If the party uses this 
spell carefully, they should getevidence 
from it. 

You may not need to work against 
this spell, because while they may learn 
something, it's hard to prove anything 
against a trusted or powerful suspect. If 
the mayor is guilty and the out~ 
adventurers say they read his thoughts, 
‘well, that certainly makes people wonder. 
But if the beloved local mayor claims 
that the adventurers extorted him for 
a bribe and he refused, some townsfolk 
will suspect the adventurers are dirty 
rats trying to smear an innocent man. 

Misdirection: This spell is your best 
friend ifthe party is litle too quick to 
accuse every evil creature they meet, ané 
is available as a potion for non-caster 
villains, If players complain, well, they 
use magic all the time, what makes them 
think villains won't as well? Any villain 
caught in public without one isn't teying 
very hard. 

Speak with dead: If you can quiz the 
murder vietim, there's no mystery. But 
you can build a mystery to avoid this. 1F 
the local priests commonly use speal with 
deod, then the local criminals will likely 
know that, just as modern criminals 
naw about DNA and fingerprints, and 
some take countermeasures. The spell 
requires an identifiable, intact corpse, 
so criminals might smash 2 jawbone 
‘or cut vocal chords to prevent speech. 
Easier still, a criminal could take the 
hole skull or disintegrate 
of decapitated murder victims is both 


Eiown 


A series 


creepy and logical for a mass murderer 
who fears magical discovery. 

Furthermore, the spell works only if 
the corpse knew something important, 
such his killer's name or motive, If 
the victim was shot fiom a distance, 
poisoned, or killed by a charmed 
monster, the mystery isn't solved yet, 
just pushed to the next link in the chain 
of clues. 

True seeing: If your villain is a 
shapeshifter, a creature using illusions, 
‘or wearing a hat of disguise, this spell is 
your worst eriemy, A PC using true seeing 
sees that the “mayor” is really a demon, 
or the“archmage” is an apprentice with 
a hat of disguise, Mystery solved. Many 
mystery scenarios of the mistaken- 
identity type just don't work at high 
levels for this reason. 

But this spell can also sow confision. 
Some creatures may hide their true 
shapes fer good reasons (a Lawful 
Good drow might not want to show 
himself among an clren court), and 
others might he innocent. For instance, 
aghaele might be passing as an elf, but 
true seeing reveals a glowing green light 
form. This spell can cast false trails in 
a helpful way; take advantage of the 
natural suspicion that players have for 
anything that is not as it appears. 


Conclusion 


Mysteries are a bit 1 


jer to design 
than standard adventures, but only 
bit, You need « small stable of clues and 
witnesses, inclading witnesses who saw 
nothing useful, recommend running a 
few small mysteries before attempting a 
multi-session mystery arc. 

‘Asyou growmore confident maintain- 
ing elaborate mysteries, you'll find some 
players respond to them mere than oth- 
‘ers, Your players may want just. few mys- 
teriesas achange of pace; be carefil about 
overwhelming thera with too many chies 
or too many surprise endings. 


Wolfuang Saurls a noted adventure designer 
and author of “Forge of War,” “Empire of the 
Ghouls,” and “Enemies of my Enemy.” He 
+8 also the pubiisher of Kobold Quarterly, 
a feisty gaming journal available at 
wolfiangbaur.com, 
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ooner or later, every 
adventuring party winds up 
in a tavern, Whether it’s 3 


meeting place for PCs or a wel 
break between adventures, there’snothing 
quite like the unusual and interesting 
people you meet in the village pub. And 
since this is D&D, what’s the point of 
meeting interesting people if you don't 
get to fight them? Presented belo 
tense situations that can easily ese: 
into fights, along with 
brawlers 


cared 


ats for sample 
in chort, everything you need 


to craft abarroom blitz on the £ 


‘The Scenarios 

Who's Your Daddy?: Two large men 
stand over a crying woman holding a 
baby, arguing fierce 
the child’s real father. Suddenly one of 
the menswings at the other and misses, 
knocking the woman out cold, The rest 
of the barflies leap to their feet, and in 


over which man is 


the ensuing ruckus, i's up to the PGs to 
recover the baby and keep it safe. 


A furious farmer 


Damn Your Fy 
slaps another across the face, and to 
his horror the victim's glass eye pops 
out and skitters actoss the door, The 
one-eyed man yells, “Grab that eye!” 
before leaping on top of his opponent, 
slamming into fill table and rousing 
the other drinkers. PCs attempting to 
recover the eye must succeed on a DC 
a5 Dexterity check. 

Wedding Crashers: Theinn ishostinga 
then the doors 
the bride’ 


family comes crashing in, demanding 


small yedding ceremony’ 


suddenly burst open 
that the “no-good gold-digging he- 
wench” unhand their daughter, In the 
fight that follows, both sides assume the 
PCs are with the rival guests, Correcting 
the misconception requires 2 DC 20 
Diplomacy check, and settling the 
dispute a DC 30 check, 


= 


Drunkas a Lord: An intoxicated lordling 
seats himself at the PCs’ table and awards 


them the ionor" of buying his drinks for 
the evening. With each cup he becomes 
more demeaning, pinching female PCs 
and holding forth on “the problems with, 
commion folk)" taking offense at any per- 
ceived slight. His two beefy guands look 
embarrassed, but once the lord takes a 
swingatthe characters, they sigh and wade 
into battle Ifthe PCs fend off the loni’s 
vwild blows without doing any permanent 
damage, they can avoid incurring the wrth 
of the city guard, 

Race Riot: A drunken dwarf topples 
off of the tall barstool provided for him, 
drawing laughs from a group of elves. 
‘The dwart leaps up and upends their 
lable, and in the brawl that follows any 
elves or dwarves in the party find them- 
selves singled out for vengeance, 

Firel: A man flings an accused horse 
thief over the bar, smashing several 
bottles of the taverns finest as well as 
one of the lamps, which ignites the 
flammable liquor, Unless quenched by 
a party member, fire spreads at a rate of 
one five-foot square per round, eventually 
consuming the entire building, 

‘Mistaken Identity: ‘The party is drizk- 
‘ng quietly when four young men carry- 
ing chainsand axe-kandlles burst through 
‘the door. The apparent ringleader points 
at the most inconspicuous male PC and 
yells, “There he is! Him's the one that 
done got Marilee with child!” 

Political Debate: Two makeshift podi- 
sums sland to ene side of the common 
room, from which two local mayoral 
candidates rail at each other before a 
sharply divided constituency. Suddenly 
agobbet of spit flies between the groups 
of supporters, and the room erupts with 
violence. In addition to being swept up 
in the commotion, PCs making a DCs 
Spot check notice one of the “farmers” 
sicaling votes fiom ballot box and stuff 
ing them into his jacket. 

Gambling Problem: The PCs are drawn 
into a“{iiendly” yame of dice with some 
locals. At some point when the PCs are 
doing well, one of the players “spots” a 
pair of weighted dice (actually palmed by 
thie accuses) in one of the player's sleeves, 
‘The test of the bar patrons leap to their 


feet in a righteous attempt to strip the 
“cheaters” of their goods, 

Diversion: Two loud drunkards cast 
ever-greater curses and aspersions on 
each other over whose tum itis to pay 
the bill, finally tallimg into a raucous, 
‘wrestling match that slams into the PCs’ 
table, likely resulting in one of the men 
taking a misguided swingat a PC. When 
the hartenider emerges from behind the 
counter to break it up, PCs can make a 
DO ig Spot check to notice a third man 
(secretly the drunkards’ accomplice) 
‘stealing money from the unattended til, 

Bored Enchanter: Inthe fir comerof the 
{nna man wearing huwariows purple robes 
sits sullenly in the comer, surrounded by 
‘empty tankards and drawing impaticntly 
on the table with a wine-damp fingertip. 
Withoutwarning,two peasants from differ 
cent tablesleap to their feet and begin madly, 
proclaiming theirlove foreach othes,much 
tothe constemation of their previous com> 
panions. The man leans back and watches 
witha grinas the altercation becomes afull- 
blown fistight. PCs making a DC 1s Spot 
check notice his lips moving slightly, and 
successful Spellcraft checks reveal that the 
‘man (male human soreerer ¢)is stirring up 
trouble via missugeand charm person, 


‘The Bartender 
Behind the barstands a lumbering red-haired 
man in aleather apron, Despite hiseasy grin, 
muscles ripple heneath his beer-stained shir, 
anda massivewarhammerhangs within easy 
reach above the barto handle any complaints 
about the service 
BARTENDER cR3 
Male human fighter 2/esport2 

NG Medium hurnanoid 

Init +0; Senses Listen +1, Spat 46 
Lenguages Commien 

‘AC 1, touch 10, flatfooied IL 


Hitting With The Bottle 
No bar fight would be complete 
‘outat least one person gettinga 
broken over his head. In your next 
roachouse dustup, consider allowing 
your players to use bottles of wine ar 
le 25 improvised melee or throwin 4 
4 


‘weapons (with a4 penalty on attack 
rolls). A standard bottle has the same 
stats as 2 dagger, with the exception 
‘thatthe first successful it does non- 
fethal bludgeoning damageand shat- 
‘ersthe bottle. From this point on, the 
bottle uses standard daggerstatistics, 
‘sits jagged edgesare perfect for slit- 
ting throats. 


Feats Cleave, Combat Reflexes, Improved 
Unarmed Strike, Negotiator, Power Attack 

Stills Craft (orewing) 12, Diplomacy +3, 
Intimidate +8, Knowledge (local) +6, 
Sense Motive +3, Spot +5 

Possessions combat gear, brace’s of ermor 
“41, warhammer, 20 gp 


The Patrons 
‘The customers here are generally farmers 
and laborers having a quiet drink, but 
riled in among them are a more raucous 
bunch—rough, surly-looking characters, 
perhaps merchant caravan guards or the 
Tocat constabulary, looking bored and eager 


for entertainment, 


Brawier RZ 

Male and female human warrior 3 

N Medium humanoid 

Init +5; Senses Lsten +0, Spot #9 

Langusges Common 

AC15, touch 11, flat 

hp 17 HO) 

Fort +3, Ref +2, Will 11 

Spd30. 

Melee bottle +1 (1d442/19-20) or 
longsword +5 (1d8+2) 

Base Atk +3; Grp +5 


joted 14 


hp 30(4 HO) ‘Atk Options Power Attack: 
Forts5, Ref +0, Will4 ‘Combat Gear potion of bulls strength 
Spd 30 ft Abilities Str 14, Dex 12, Con 11, (nt 9, Wis 
Melee unarmed strike +6 (1d343) oF 10, Cha 8 

‘warhammer-+6 (14843/x3) Feats Combat Reflexes, Improved Initiative, 


Base Atk +3: Grp +6 

‘Atk Options Cleave, Power Attack 

Combat Gear potion of ure light wounds 

Abilities Str 16, Dex10, Con 14, Int, Wis 
12, Cha 13 


Power Attack 

Skills Climb +5, intimidate +5, Jump +5. 

Possessions combat gear, studced leather 
armor, light wooden shield, langsword 
Sep 
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8 421 cy Zagig Yragerne, Lord 
a | wayor of the free Clty of 

Greyhawk, utilized the opposing 
deific powers of nine ensnared divinities 
to catalyze a daring apotheosis, As brazen 
and miraculous as Zagig’sascendance to 
godhood was, his method of transcend- 
ing,a marvel of arcana that's come to be 
known ta some as the Godtrap, was only 
slightly less phenomenal. 

A creation of equal parts genius and 
madness, the original Godtap lies deep 
within the ruins of Castle Greyhawk in 
the dangerous laboratories that once 
served as Zagig’s personal sanctum. 
Utilizing the power of nine deities, 
each of a different alignment, the God- 
trap possesses the potential to catapult 
a single mortal beyond his terrestrial 
‘ponds into godhood. Since Zagig’s phe- 
nomenal success, many would-be god- 
Tings have attempted to duplicate the 
Mad Archmage's work, While several 
deluded archmages, power-mad tyrants, 
and desperate liches have attempted to, 
recreate the apparatus, none have rep- 


SS 


Vicated Zagig’s success (and many have 
met varied and terrible ends), Along the 
way, their creativity has produced count- 
less lesser godtraps, some little more than 
cages for powerful extraplanar beings, 
some deadly arcme bombs, and some—a 
rare fex—potential gates to divinity. 


Zagig's Godtrap 
The original Godtrap created by Zagig 
still exists in the aging, monster-stalked 
level of Castle Greyhawk now known as 
Zagig's Prison. Most of its occupants 
long since escaped or evicted, great 
potential still lingers within the apps 

ratus, and many daring mages have 
attempted to reach Greyhawk's deadly 
lower levels to study the spells woven, 
here. Zagig’s Godtrap has most recently 
‘been detailed in Expedition tothe Ruins of 
Castle Greyhawk and plays a crucial role 
in that adventure’s plot, 


Lesser Godtraps 
Aless ambitions form of Zagig’s creation, 
lesser godtraps serve as tentative first steps 


for those planning to build a complete 
Gadtrap, or possibly for those whose 
ambitions are slightly less insane. 

Appearance: A lesser godtrap consists of 
alarge chamber containing three concen= 
‘rie rings, each ringsm arcane cage crossed 
with a myriad of arcane markings and 
interwoven spells (both visible and invis- 
ible). The cages themselves might take a 
Variety of forms: elaborate mirrors, man- 
sized crystals, multicolored giant skulls, 
detailed paintings of their occupants, or 
other sizable and ostentatious displays. 
In the center of the room that holds the 
apparatus (usually a circular room at least 
4o feetin diameter) isa focal point where 
a spellcaster can manipulate the lesser 
godtrap’s energies, This focal point also 
might take a variety of firms, such ag a 
low pillar etched with runes, a floating 
mb, orsimply alow dais. 

‘A lesser godtrap has three different fisme- 
tions: capture, release, and transforma- 
tion, All of these operations are manipt- 
Jated using the room's focal paint, 

Capture: Lesser godtraps function by 
cormupting the terms of the “calling 
creatures” aspect of gate. ‘The caster must 
convince an outsider to serve him for a 
period of 1 year and provide the creature 
with immediate payment for that term 
of service (as described in the spell). 1f 
the creature knows that the caster seeks 
to capture it within a lesser gedtrap, it is 
unlikely to agree to any price. Once a 
being commits to the service and is paid, 
the lesser godtrap attempt to draw the 
outsider into one of the device's empty 
cages, The creature receives a Will save 
equal to 10 + the caster’s caster level + the 
caster's Charisma modifier. Ifthe creature 


user has not focused his mind upon a 
specific cage, the lesser gadtrap releases 
all the beings currently held within. 
‘These creatures are not controlled by 
the user and may act as they please. 
‘Transform: This is the ultimate ability 
ofa lessergodirap, by which auser imbues 
himself with the powers ofthe trapped 
creaiures and becomes another being 
entirely. This fanction can onlybe used 
when each of the Iesser godtrat’s three 
cages are filled by creatures involved 
in one of the transformation formulas 
below (if the captured creatures meet 
none of the formulas, a Misuse occurs), 
Upon touching the room's focal point 
and casting the spell energy drain (or 
having another cast it for him), the user 
begins an hour-long transformation. 
‘The user can perform no action for 
the next hour, not even speech. Taking 
an action, being foreed away from the 
coom's focus, or any other interruption 
has devastating effects (se Misuse). 
In addition, the total Hit Dice of the 
creatures held within the lesser godtrap 
‘must be a least triple the user's Hit Dice. 
Atthe end of the hour-long process, ifthe 


siphoned creature's total Hit Dice do not 
equal or exceed three-times the user's, 
the transformation process has no effect 
(but the lesser godtrap is not damaged) 

Should all the prerequisites of 
imprisoned creatures, Hit Dice, and time be 
set, theuseris transformed, permanently 
gaining the benefit oFone of thetemplates 
‘below, Other forms of transformation 
might exist, but the methods for such 
processes are currently unknown, 

Misuse: Despite being wonders 
of arcane creation, lesser godéraps are 
exceedingly fragile. Should the device 
be used incorrectly or any of its parts 
take 10 points of damage or more 
(most components of a lesser godtrap 
have hardness 8), the device erupts 
in a conflagration of magi 
This eruption deals 20d6 points of 
force damage. Due to the unleashed 
conjuration magic, for cach creature 
in the room there is a 20% chance 
of being sent to a random plane, In 
addition, any creatures imprisoned in 
the device's cages are released. After 
such an explosion, the lesser goitrap 
is destroyed. 2 


energy. 


Anarchic. 1CE,1.CG,1 CN outsider Manual ofthe Panes 
axiomatic 1LE,1LG,1 LN outsider ‘Menual ofthe Panes 
Celestial 1EG, 116, 1 NG outsider ‘Mansier Marval 
Fiendish ‘LCE, 1 LE, 1 NE outsider Monster Manual 
Half-lemental Selementa ofthe same sublyse Manual afthe Panes 


fails, itis drawn into the lesser godtrap 1 teyes surroundinga mirrored platform. Empty 

and may be used to fuel the apparatus’s. 2 Circles of gems surrounding a crystal ball LHD lanten archon 
transformation ability. IFit succeeds, it 3 Largeaquatlnis around sp elegant bat, 1 3-HD water mephit 

is released from both the lesser godtray 4 Huge pold gears around a clockwork pillar 113-H0 kolyarut, 16-HD 

and the terms of the gate spell with full, ackaierai 

knowledge of what the caster attempted | ‘Riggs offlanie suroundings braver 2 HD Large fire elementals 
todo. Onlyoutsiders orclementalscanbe 6 Huge beetle carayates around an insectle eye. 1 avanced 9-HD cavid 
captured bya lesser godtrap, Other creature 7 Broken statues around ashatieted colbmin, LHD djinni, 17-4 blue staad 
types are unaffected, & Balls oflightning surrounding a niby dais. LHD belker, L2-HD magmin, 


Release: By touching the room's focal 
pointand concentrating ona filledcage, (8 
a lesser godtrap releases a creature it has 
captured. This operation is especially 10 
delicate, If after a round of contact the 


1 15-HD elder tojanida 
L2-HD astral deva, 1 10-HD 
-ghaele, 1 6-HD succubus 
120-HD bales, 1 18-H0 pit 
fiend, 1&-HD night hag 


Crystal holy symbols around a white pulpit. 


Nine-sided gems around a sone pyrat 
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GY SEAN K REYNOLDS 


@BY JULIE DILLON 


ery little is known about 
the Fiend-Sage’s history. 
Far some time it has heen 


an associate of Drax the Invulnerable, the 
undead lord of the city of Rel Astra, with. 
Drax providing the Fiend-Sage a place to 


research and the demon providing the 
man with information and advice. While 
amolydeus normally works as an enforcer 
for a powerful demon lord, the Fiend 
Sage has no known master, and pursues 
ts own agenda within the framework of 
advising the Lord of Rel Astra. 

The Fiend-Sage collects rare books, 
strange beasts unusual magic items,and 
Jost spells. I's knowledge in these fields, 
is incredible, and it usually knows a way 
to mitigate an item's harmful effects on, 
its demonic flesh for example, when the 
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attifict called the Crook of Rio banished 
most of the demons and devils from, 
Oerth, the Fiend-Sage was unaffected, 
possibly becauseit had time to study the 
item while it was in Dra’ possession. 
In addition to its general knowledge of 
hundreds of different magic items, the 
demon uses tracking magic to sery on 
penons and items of interest 

‘The Hiend-Sage is the head of a 
small but fir-reaching network of 
spies, agents, slaves, and allies. It does 
not employ fools, and quickly punishes, 
lures, sometimes 


preemplively interrogating or torturing 


minions for their £ 


its own agents to ensure they haven't 
tured on it. Some of its employees 
are skilled rogues or mages, capable 
renting 


of infiltrating enemy lairs, d 


AGE 


exoticcreatures without leaving amark, 
and preserving corpses for transport 
and dissection, Its direct agents are 
slavishly loyal to it,as they are paid well 
and frequently have their commitment 
tested, and many are tainted with 
fiendish blood, often as a reward for 
excellent service. Some of its minions 
Gneluding a few adventuring group: 
do its bidding through intermediarie 


never knowing their pay ultimately 


comes from a demon. 


Appearance 

The Fiend-Sage stands 12 feet tall and 
wields a massive staif sporting glowing 
axe-blades and a glittering red ruby at 
the base of its shaft, Its crimson body 
bears clawed hands and the head of a 


leering, demonic hyena with silver eyes 
and great slavering fangs. A writhing 
snake protrudes from the side of the 
demon’s neck, this second head coiling 
and hissing menacingly. Black robes 
covered in violet flames cover its body, 
and its cloak is made of human skin. 
Despite its fierce appearance and 
obviously evil nature, the demon calmly 
scnutinizes everything nearit, evaluating 
iis value and utility, 


Development 
While typically demonic in its physical 
appetites, the Fiend-Sage is 2 genius- 
level intellect and doesn’t engage 
in activities that would endanger its 
alliance with Drax. Immortal, patient, 
and cunning, it is willing to set small 
things in motion noy in order to reap 
‘greater rewards decades or centuries in 
the future, and has no problem waiting 
to outlive dangerous mortal opponents 
in order to claim a valuable item or 
piece of information. itis secure in its 
power, and acts subéned and humble 
(though not fawning) when itand Drax 
‘walk through the palace or city. 

‘The Fiend-Sage is a loner and 
avoids other molydei unless absolutely 
necessary. Because of its extensive 
contacts, it may be found all across the 
planes, in the court ofa demon lord or 
conferring with an elemental prince. 
Its hunger for knowledge and desire to 
examine rare magic frequently puts it 
in conflict with other greedy outsiders, 
though in most eases this rivalty is, 
cool hatred rather than open war, The 
Fiend-Sage may have a secret fortress 
somewhere in the Abyss, but if so its 
location is unknown. 


THE FIEND-SAGE OF REL ASTRA 

Unique matydeus demon 

CE Large outsider (chaotic, evil, 
extraplanar, tanar'ri) 

Fiendish Cadew 147 

Init +5; Senses all-around vision, darkvision 
(60, true seeing; Listen +29, Spot 429 

Languages Abyssal, Common; telepathy 
100. 

AC38, touch 16, Nat footed 32 

bhp 313 (19 HD} fast healing 30; DR 15jcold 
iron and good 


RD 


nmune electricity, mind-affecting, poisen 

Resist acid 10, cold 10, fire 10;SR 30 

Fort +27, Ref +21, Will +22; eas 

Spd Af 

Melee +1 dancing vorpal cold iron greataxe 
+426/+21/+16]+11 (3d6+11/19-20/x3) and 
bite 423 (246.3) and 
bite +23 (1d6+3 plus poison) or 
+1 dancing vorpal cl iron grestaxe 

42bfs21fo- 16/111 (2de+11/19-20/43) and 

2 claws +25 (1d6+7) and 
bite +23 (2463) and 
bite 423 (1d6+3 plus poison) 

Space 10 ft; Reach 10. 

Ease Atk +19; Grp +30 

‘Ak Options piescing strike, snakebite, 
Combat Expertise, Improved Trip, 
Improved Disarm 

‘Special Actions spells, summon ranar' 

Wizard Spells Prepared (CL Lith, +24 
ranged touch) 
6th—disintagrate (OC 23), repulsion(DC 23) 
Sth—corie of cold (OC 22), wall of force 
4th—enervation, solid fog 
3td—haste, heroism, slow (DC 20) 
2nd—false life, glitterdust (DC 19), 

mirror image 

‘st magic missle (2), shield 
0—deteet magie 

Spell-Like Abilities (CL 19th) 
At will-halefil polymorph (OC 24) 
blasphemy (OC 28), blindness)deafiess (DC 
20) charm person (DC 20), comprehend 
languages, detect magic, fear (OC 23), fl, 
_gresterdspel magi, invisibility, greater 
teleport (self plus 50 pounds of objects 
only), reed magic, suggestion (OC 22), 
teletinesis (DC 24), vampiric touch 
7{day—detect thoughts, dimensional lock, 
identify, lightning bolt (OC 22) 
3/day—quickened telekinesis 
‘day —analyze-dwweomer (OC 77), legend 
lore, sending, rap the soo! (OC 27) 

Rillities St-24, Dex 22, Con 34, int 25, Wis 
24, Chaz® 

Feats Combat Expertise, Improved Critical 
(greataxe), Improved Disarm, Improved 
Initiative, Improved Trip, Muliattack, 
Quicken Speltike Ability (elekiness) 

Shills Bluff ~31, Concentration +34, 
Decipher Script +17, Diplomacy +35, 
Forgery 429, Gather Information +19, 
Intimidate +33, Knowledge (ercana) 
+29, Knowledge (local) +17, Knowledge 
(nature) +15, Knowledge (history)=17, 


eee 


Knowledge (nobility &ryalty| 417, 
Knowledge (region) +22, Knowledge 
(the planes) +29, Listen +29, Search +29, 
Sense Metive «29, Spellerft 422, Spot 
+29, Tumble +28, Use Magic Device +31 

Possessions +1 dancing vorpal cold iron 

recta, black rabe af the archmagi 

AlLAround Vision (Ex) The Fiend-Sage gains 
244 racial bonus on Search and Spat 
cheeks. It cannot be flanked, 

Dancing Vorpal Axe A molydeus’s +1 dancing 
vorpal greataxeis an extension of its 
bring: if molydeus fs shin, is magle 
axe melts away into ichor. 

Piercing Strike (Sul The Fien¢-Sage ignores 
damage reduction, save for damage 
reduction that requires a specific material 
{Guch as iver, cold iron, aradamantine) to 
bypass, epic damage reduction, or demage 
reduction that doesnt allow any form of 
bypass (such asthat granted to barberians\, 

Polson (Su) Injury, Fortitude DC 29, initial 
and secondary damage 246 Con, A 
creature killed by this poison immediately 
transforms into a manes demon (Fendish 
Codes | 45), Only a miracle or wish con 
reverse this transformation. Malydeus 
veniam can harm creatures normally 
immune to polzon. This excludes 
constructs, plants, or undead—sgainst 
such creatures its effects are reduced to 
16 points of Constitution damage. 

‘Snakebite (Ex) The Fiend-Sage’s snake head 
can strike independently of the deman’s 
other actions, It can make a bite attack 
as free action once per round while the 
molydeus takes any other standard or 
{ulleround action, The snake head always 
strikes as 3 secondary attack, 

Spells The Fiend-Sage can prepare and 
cast arcane spells as a wizard, though 
the number of epelleitean east per day 
is limited (one spell slot for spell levels 
O through 6, plus bonus spells from 
its high Intelligence). Between its own 
archives and that of ts employer Drax, it 
has access to any common spells of these 
levelaand many rare or abscurs ones 
‘The Fiend-Sage can use magic items as if 
itwere an Lith-evel wizard. 

‘Summon Tanai (Su) Once per day the 
Fiend-Sage can automatically summon 
1d6 babaus, 1d4 chasme, or one 
mmarilth, This ability isthe equivalent of 
a 9th-level spell. @ 
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Standing nearly tenet tall atop an awkward 
tripod oflegs and covered in « mottled gray- 
aren hide, this fiend’ thickly muscled torso is 
ringed byarms thathrandish ¢ motley asort- 
‘ment of weapons orclaw the air malepolently 
Sensing something, it slows, and without 
turning swivels its heudd a fll three hundred 
and sixty degrees, revealing a face that is at 
once botk reptilian and mantislite, fareted 
yes burning like coals while its, mandibles 
chatter incoherently, 


One of the most common varieties of 
yugoloth, dergholoths are brutish, dim- 
witted creatures who serve as rank and 
file soldiers in the Blood War. Only one 
step above mezoloths in the yugcloth 
hierarchy, but above the canoloth and 
skeroloth punishment castes, dergho- 
Joths are subjected to constant abuse 
by their commanders, Sadistic beings, 
they understand little beyond an urge 
to inflict pain and death, and turn the 
abuse they sufferon the mezzoloths they 
frequently command. 

Dergholoths are rarely dispatched to 
the Material Plane or even seen beyond 
the lower planes, and in fact it is only 
outside of those planes that they ean be 
permanently killed. Following a typical 


Blood War battle, dergholoths reform 
within 143 days, a trait unique among 
lesser yugoloths, likely an adaptation 
to allow ‘loth armies to quickly recover 
their losses. 

When not fighting, these fiends wan- 
der aimlessly, secking lesser beings 
on which to take out their aggression. 
Due to the dergholoths: penchant for 
devouring larvae, the night hags of the 
Gray Waste regard them as @ nuisance 
but tend to accept a certain level of 
theft, fearing conflict with the yugoloth 
race as a whole. Beyond gorging them- 
petitioners, dergho- 


tein larger groups, 


selves on nasce: 


loths oflen congre: 
following a programmed racial instinct 
that spares higher-caste yugoloths the 
need to gather them before sending 
them off to the Blood Wer like so much 
chattering cattle. 

Dergholoths can speak crudely in 
Abyssal, Draconic, and Infernal, but pre- 
fer to rely on their telepathy. 


Strategy and Tactics 

Pergholoths are not subtle creatures, 
and against smaller foes they prefer to 
simply wade into melee,getting in close 
to-use their claws or any weapons they 


might have scavenged on the batlletield, 
grappling if possible, Being surrounded 
‘poses little problem given their number 
ofarms and all-around vision, but when 
pressed they may resort to using their 
chatter ability. That said, any dergho- 
Ith given control of mezzoloths presses 
them abusively into combat first rather 
than sisking itself, and only iits subor- 
dinates seem overwhelmed will it then 
enter the fight. 


Ecology 

Dergholoths are the second stage in a 
yugoloth’s spiritual evolution, They form 
when a mezyoloth realizes that the derg- 
holoths who command them, though of 
higher caste, are actually weaker than 
they are in many ways, Raw strength 
alone does not correlate to authority, and 
this isthe first lesson learned in a yugo- 
loth’s progress up the chain of purifica- 
tion toward the more twisted, complex 
evil that their race personifies, 

The transition is not spontaneous 
except in incredibly rare cases, and 
involves a piseoloth-administered trial 
to ensure fitness and purity. Whatever 
the test entails, ultimately the mezz 
loth passes or is butchered, its remains 
ground to dust. The mezzolath whe 
succeeds to become a dergholoth fares 
Tittle better and is transformed by apro- 
cess that involves a ritualistic drowning 
in the Styx. 


‘Treasure 
Brutish with little 
comprehension of magic or appreciation 
for material wealth, dergholoths seldom 
carry anything beyond weapons. A 
dergholoth’s weapons aze typically a 
hodgepodge of types and styles, usually 
scavenged from the dead and dying 
on the battlefields of the Blood War. 
‘The weapons are sometimes magical, 
though it is more common to find 
them using silveror cold iron weapons, 
and occasionally those crafted fom 
Baatorian green steel or Gehennan 
morghuth-iron, Anything more 
powerful than 2 +1 weapon is likely to 
be stolen by a higher-caste yogoloth, 
While dergholoths may have no per 
sonal appreciation for treasure, they 


recognize its value to others and rake 
a habit of collecting and swallowing 
small buubles that they happen to scav- 
enge or take from the mezzoloths in 
their commend, Later, when seeking 
to forestall punishment or simply try- 
ing fo impress one of their overseers, 
dergholoths regurgitate portions of 
their scavenged wealth, though this 
tactic sometimes leads their betters to 
simply cut them open and extract itall. 
Over time, other fiends have caught on 
to this, and the sight of gutted derg- 
holoth bodies is relatively common in 
the aftermath of any diendish conflict 
involving ‘loths. 


DercHoworH RT 
NE Large outsides (evi, extraplanar, yugototh) 
Init +4; Senses zll-around vision. datkviston 
GDF. Listen +10, Spot +12 
Languages Abyssal, Draconic, Infernal 
telepathy 100%. 
4C23, touch 9, fat footed 23 
(#14 natural,-1 size) 
hp 76(@ HD) DR 10)/good or silver 
Immune cid, poison 
Resist cold 10, electricity 10, fire 10 SR 20 
Fort 111, Ref <6, Will +6 
Spd 30 fe, 
‘Melee masterwork scimitar +13 
(Qd8+5/18-20) or 
masterwork scimitar +11/46 
(1d835/18-20) and 

2 masterivork scimitars +12 (2ds/18— 
20) and 

2 claws +5 (1d642) or 

5 claws +12 (1649) 

Space 10 ft Reach 10 

Base Atk 18 Grp +17 

Atk Options improved grab, Pawer Attack 

Special actions chatter (DC 16), summon 
yugoloth 

Spell-Like Abilities (CL th, +13 melee 
touch, +8 ranged touch) 

At willcause fear (DC 13), contagion (DC 16), 
darkness, desecrate, greater teleport (sel 
plis50 ks. of objees onl), produce flame 

Abilities Str 20, Dex 10, Con 21, Int 7, Wis 
10, Cha 4 

5Q referer 

Feats Ability Focus (chatter), Power Attack, 
Improved Initictve, Multiveapon Fighting 

Skills Hide +7, intimidate +13, Knowledge 
(the alanes) +4, Listen +10, Move Silently 


DERGHOLOTH LORE 
KwowteDee (rie pLANEs) 
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Derghelothé are one of the 
lowest varieties of yupoloths, 
and are native to the neutral evi 
lower planes of Hades, Gehenna, 
and Career, 

A dergholoth’ hesd can freely 
rotate atop its body, allowing them 
to 1ffectively see in all rections 
at once and preventing them from 
being flanked, 

‘When piessed by large numbers 
of enemies, dergholoths emit a 
rapid and rind-nurmBing sound 
‘atin 230-feot radius that affects 
onl non-yugotaths. 

Dergholoths swallow scavenged 
Valuables, anc their corpses (or 
living bodies) can be eutopen 

to recover these items fiom inside 
thelr stomachs, 


ie?) 


pea 


pe32 


46, Search +9, Spot +12 

Environment Gray Waste of Hades Bleak 
Eternity of Gehenna, or Tarterian Depths 
of Carceri 

Organization Solitary, Scuad (1 plus 
345 mezzolothis} Platoon (2 plus 6-19 
tmezzcloths plus 1 piscoloth) 

Advancement 9-15 HD (Large); 
HO (Huge) 

All-Around Vision (Ex) A dergholothis head 
can freely rotate, which combined with 
its compound eyes grants it the ability 
to seein all diredtions at once, making it 
impossible o flank 

Chatter (Su) Once per day, a derghetoth can 
repidly chatier and clack its mandibles 
‘together, affecting all non-yugoloths 
within 30 feet with the effects ofa 
fecblemind spell. This is a sonic, mind= 
affecting effect. 

Impraved Grab (Ex) To use this ability a 
derghaloth must hit with two clay 
attacks. It can then attempt to start 
a gtapple asa fie action without 
provoking an attack of opportunity, 

Reform (Ex) Dergholoths lilled within 
one of the néutal evil lower planes 
completely reform within 143 days. 

Summon Yugolath (Ex) Once per day, a 
dergholoth can attempt to summon 
1d3 mezzoleths witha 30% chance of 
success. 
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